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GALAXIAN, RANARAMA, 
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FREE 


THE ACTION RE PL A Y MK VI 
WILL LOAD A 200 BLOCK 
PROGRAM IN UNDER 6 SEC 


THE HOST POWERFUL, 


FOR CBM 64/1 28 


• TAPE TURBO - This feature will add Turbo 
Reload to the programs that you save to tape - no 
user knowledge required. 

• FAST FORMAT - Format an entire disk in about 
10 seconds - no more messing about. 

• PRINTER DUMP - Print out your frozen screen to 
printer - MPS 801, 803, Epson, Star, etc. - very 
versatile. 

# CENTRONICS INTERFACE - For parallel printers, 
Star, Epson, etc. Print out listings with graphic 
characters etc. (Cable required for parallel port 
£12.99). 

# SCREEN EDITOR - Now you can edit the entire 
frozen screen with this text editor - change names on 
high scores, etc. Great fun!! 

# EXTENDED TlloLKIT - Many single stroke 
commands for Load, Save, Dir, etc. Plus range of 
extra commands, i.e. Auto Number, Old, Delete, 
Merge, Append, Linesave, etc. 


• TURBO LOADER - Load 202 block program in 
under 6 seconds - world's fastest disk serial loader. 
On-board RAM and ROM achieves high loading 
speeds. Works with 1541 /1 571 /Oceanic/1 581. 

• INFINITE LIVES GENERATOR - Automatic infinite 
lives!! Very easy to use, works with many programs. 
No user knowledge required. 

• PROF MACHINE COQ^ONITOR - Full 64K 
Freezer Monitor - examine ALL memory, including 
stack, I/O area and registers in their frozen state. 

Ideal for de-bugging or just for fun! 

• SPRITE CONTROL - Freeze the action and view the 
sprites - watch the animation - customise your games - 
kill sprite collisions. 

FREEZER FACILITY - Now you can make your old 
slow loading programs load faster. Simply freeze the 
action and save to tape or disk to reload at superfast 
speed - no more waiting for programs to load. 

• DISK COPY - Easy to use disk/file copier. Much 
faster than conventional methods. Ideal for backing 
up data disks. 


THE REVIEWERS SAID... 

I'm stunned, amazed and totally Impressed. This is easily the 
best value for money cartridge. THE CARTRIDGE KINGT 

COMMODORE DISK USER 


GRAPHICS SUPPORT UTILITIES DISK 

SLIDE SHOW - View your favourite screens in a slide show type 

display 

BLOW UP ■ Unique utility allows you to take any part of a picture 

& "blow it up" to full screen size 

SPRITE EDITOR - A complete sprite editor helps you to create or 

edit sprites 

MESSAGE MAKER - Any screen captured with Action Replay or 
created with a graphics package can be turned into a scrolling 

screen message with music 

ONLY £9.99 


WARNING 1988 COPYRIGHT ACT WARNING 

Date! Electronics Ltd., neither condones or authorises the use of it's products for the reproduction 

of copyright material. 

The backup facilities of this product are designed to reproduce only software such as Public 
Domain material, the users own programs or software where permission to make backups has 

been clearly given. 

It is illegal to make copies, even for your own use, of copyright material, without the clear 
permission of the copyright owner, or the licencee thereof. 


MOW TO GE T YO l R Of? >ER FAST! 

TELEPHONE [24Hrs] MMaMOflffl CREDIT CARD ORDERS 

ORDERS NORMALLY DISPATCHED WITHIN 43 His ALL CHEQUES POSTAL ORDERS MADE PAYABLE TO, 


GOV AN ROAD. FENTON INDUSTRIAL ESTATE. FENTON. STOKE-ON-TRENT, 

ST4 2RS, ENGLAND, FAX 0782 744292 TECHNICAL CUSTOMER SERVICE 0782 744324 


222. TOTTENHAM COURT RD. 
LONDON. W1TEL:071 5806460 














on vertical motoring — he 
up the wall! 

31 PD FILE GOES 
DUTCH 

We finally get rid of that brainless juvenile 
PD, and replace him with Dutch 
programming ace Remi Ebus. 

36 CLUBS ROUNDUP 

If you like a lot of chums with computers, join 
our clubs! 


Badlands 

Bangers And Mash 
Count Duckula II 
Jack Nicklaus' 
Greatest 1 8 Holes Of 
Major Championship 
Golf 

Jahangir Khan World 
Championship Squash 
Nobby The Aardvark 
Slicks 
Strider 2 
STUN Runner 
World Championship 
Boxing Manager 
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48 
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44 


12 NOBBY THE 
AARDVARK 

The only creature with worse eating habits than 
Phil. 


44 SLICKS 


Codies’ oily offering — but is it as good as our 
Nige? 


46 BANGERS AND 

We wanted to review this game, but Phil got the 
wrong idea and ate it! 

43 COUNT 
DUCKULA II 

Go quackers over Alternative’s ornithoid offering. 


ZZAPl's own liver-lickin' 
lout! Now he's twice os big 
— see him on page 6. 

■ Stormlord — Cracking arcade* 
adventure opus. 

■ Galaxians — Mega game from 
yesteryear. 

Ranarama — The thinking man’s 
« y Gauntlet. 

' ■ Terminal City — From the guys 
who did St Dragon. 

Cops — Don’t arrest 
villains... shoot ’em! 
■ Quix — These PD 
games are good, 
aren’t they? 

■ Atalan — Damned 
fine adventure from 
the Probe team. 

■ Tusari — Arguably 
the best reader game 

we’ve ever had. 
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1-4 Players must battle through 
anything up to 1600 levels, blasting 
away the opposition using Bombs, 

Missiles and Mines. Eggs come in useful 
too as they hatch into Robots, that search out and 
splat the enemy. Your own Private Army — Yeah! 


e on Amiga (£25.99), C64 tape 
5.99) from Global Software, Unit 
>rive, Colnbrook, Berks. SL3 ODX. 

000 Fax: (0753) 680343 


©1992 Kingsoft Gmbh/DMI lt^. AH fig 
Global Software is a division of ^PMl it 
applied for. Sceenshots are from i ,‘y| 

check availability. 














A s I psyche myself up for the 
manic mayhem of yet another 
computer trade show (the 
Autumn ECTS in Islington), I can’t help 
wondering what it’ll have in store for the 
old 64. 

Not one of the distributors during the 
Spring sojourn exhibited any C64 games 
on their stands whatsoever. Okay, so a 
few of the budget companies — like 
had a handful of cassette 


Zeppelin 
sleeves on display, but as far as 
demonstrating new software went, well, 
if it wasn’t 16-bit-based it had no 
chance... 

The story from the PR end was a little 

when you could 


more encouraging 
drag them away from the consoles for 
long enough to exchange a few words. 
Few of the software distributors stated 
outright that they were not considering 
publishing any more C64 stuff, and 
many were eager to impress upon me 
the fact that they were still very much 
behind the machine and would continue 
to support it as long as there is 
sufficient demand. 

Our sales figures alone prove that the 
demand is still there all right, but to my 
mind it’s very much a chicken-and-egg 
type thing: A few of the bigger 
development houses (like Ocean) drop 
out of the race by not producing any 
more 8-bit games, and the retailers start 
to panic. So the shop owners order 
fewer 064 games, devote significantly 
less shelf space to the stuff that they do 
stock, and software sales begin to 
reflect the changes. The result? An 
inaccurate picture of the market which is 
bad for us, for you AND for them. 

Oh well, I’ll toddle along to spread the 
gospel according to ZZAP! 64 at the 
show, and hopefully with xmas 
approaching I’ll have more promising 
news on my return (the lure of seasonal 
mega-bucks can work wonders!). Check 
out next issue’s Stuff column for a mini 
show report. 

Happy Zzappin’ 


lirOPRESS 


Steve Shields (Editor) 


^ Hmm, if I listed all the X ^ 

things that pee me off on a 

WiQSfti sheet °* p a P er - 1 p ^ish it 

some next week. But 
a condensed version would 
look something like this. 1 
can't stand rave music, bigots, 70s disco 
music, Tony Blackburn, racists, arrogant 
people, Rod, Jane and Freddy from t ~~ 
Rainbow, queues in the local-post 
office that move at a snail’s pace but 
speed up when you move to the next, 
and poll-tax inspectors. I also 
strongly dislike train spotters, Bob 
Monkhouse, rude people, swines who play their 
Walkmen too loudly, mould, bananas, people who 
fart in public and blame it on their friends, musical 
watches that play The Yellow Rose Of Texas’, 
and spaghetti. ’Muff said? 


We couldn't decide on a ZZAP! ZOO 
topic for this month. So after a hit of 
head scratching Ian suggested 'things 
that drive us up the wall'. The ZZAP! 
crew are an amiable bunch (most of 
the time), but like everyone else they 
occasionally have to let off steam. 
What grinds their gears? Is it Steve 
listening to Radio 2? Mil's 
monosyllabic answers to complex 
questions? Ian's taste in shorts? Or 
Corky's taste in women? Read on and 
find out~ 


STEW SHIELDS — m 
Fully Ferment(ed) 

What do I hate? Being a cynical Jiff * 
old git it’d be quicker to list the 
things I love. Both of them! Oh well, 
alphabetically then: Apricot coloured trouser suits, 
Beer of less than 5% volume, Conservative MPs, 
Dole offices, Eastenders, Fishnet tights, Grey 
men in grey suits, Haddock, Islam, Judges, 
Kaftans, Ladas, Mary Whitehouse, New 
Romantics (Oy Shields! I’m one of them! — Art 
Ed!), Opinionated students, Police officers with a 
grudge against the young, Quakers.. 
Royalists/Racists, Smelling Mark Kendrick’s anal 
tornados (Thank Y'ail! — Art Ed again!), Tourists, 
University lecturers who wear sandals, Venison, 
WASPS (as in White Anglo Saxon Protestants), 
Xenophobes and Zoos. 

PHIL KING — Fully Stuff fed} 

I don’t hate much at all — life’s too 
short to waste criticising everything. 

But what really gets on my nerves 
is when a person makes up / ® 

fantastic stories to try and T 

impress their friends and qfiuHpF 

colleagues. It really is pathetic. I 
mean, I don’t care if these people want to live in 
their own little fantasy worlds, but it insults my 
intelligence that they think they can fool me with 
their outrageous yarns. This sort of sad individual 
usually accompanies his lies with a fierce criticism 
of everyone around him, pointing out their tiniest 
shortcomings and mistakes. And why? Because he 
knows he’s a complete jerk himself, and can’t stand 
anyone else being more successful. That’s why he 
makes up those silly stories. Very sad indeed. (To 
whom might you be referring, Phil? — Ed). 


Couldn’t agree more Phil — ^ 

bullshine merchants are a right pain in the you- 
know-what! We all build castles in the air from time 
to time, and I don’t even care if some sad git wants 
to live in one, but when he invites you round to 
dinner... Waffling windbags should be shot! 

The only thing worse than bullshine merchants 
are those nauseating shop assistants who follow 
you round like a shadow, making tiny adjustments 
to anything you touched just to let you know they’re 
there. These patronising pillocks don’t deserve your 
custom — take it, and your dosh elsewhere. 


Things that I hate in life would 

make a pretty massive list and 

really boring to read (especially if ’-ear 

like this sad lot, I get all serious 

about it!) so the main ones are: 

Human nature, society, alcohol and cigarettes 
eating 4 four eggs in a happy eater and then 
exploding for three days, getting hassled in the 
street for autographs, asking for salary 
increases, the 70s, the 90s, air fares, cheese 
(AGGGH! I hate that stuff!), man-made 
monsters (work it out!), and the Southern Bell 
phone company (But not AT&T!) So there! Not 
much but it all adds up! 
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See — told you you'll g l 
two topes EVERY month! It's 
double the fun, double the 

excitement! It'll hove ^ i- m , — - 4 

you doubled up in ecstasy! 

So what nutritious nuggets have we got for you this 
ish? Well there's Stormlord, the classic arcade 
adventure romp with some of the spiffiest graphics 
ever seen on the €64; Ranarama, the thinking man's 
Gauntlet; and some of the grooviest PD games ever! 
Look out for Tusari too — it's the best reader's game 


we V6 ever seen. 


GALAKIAN 

Public Domain 

W hadayamean you want instructions? You 
got the game — isn’t that enough? 
Humph! A great conversion of a classic 
game, we raved about it in the PD File last ish 
and this month we’ve got it on the Megatape 
especially for you! Plug your joystick into Port 
One and follow the on-screen prompts. It’s as 
simple as that (and you can’t get much simpler 
than Galaxiansl). 


21 si Century 

T he evil Queen has imprisoned 
the fairy folk, and is wreaking 
destruction all over Stormlord’s 
world. Only you can stop her — free 
the fairies and she’ll be vanquished! 

Fail, and the evil Queen will reign 
forever. . . 

On each level a small number of 
fairies must be released before time 
runs out. Scattered about the 
landscape are various objects that 
must be used to free fairies and 
help you through certain areas. To 
pick up an object or to swap it with 
one already held, simply walk over 
it. 

You’ll encounter Venus flytraps, huge worms, 
flies, dragons and many more foes on your 
travels. All of these must be either destroyed or 
avoided at all costs. 

To gain access to far and remote parts of the 
world, powerful springboards can be used to 
cover large distances in a few seconds. To use 
a springboard simply step onto the middle of it 
and you will be propelled through the air. 

Cnd-Of-Level Sub-Game 

When all the fairies on a level have been 
released, Stormlord will take part in a mini 
game in order to try and gain an extra life. The 
objective of this sub-game is to capture as 
many fairies’ tears as possible within the 
allocated time. An extra life is awarded when 
more than 10 tears are collected. Instead of 
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throwing thunderbolts and swords as normal 
Stormlord now blows a limited number of 
kisses, represented by red hearts, at the flying 
fairies. If a heart should touch a fairy, she’ll fall 
in love, drop a tear for Stormlord to collect, and 
then fly away. But be quick as the tears 
dissolve into the ground quite soon after 
landing. 

Central Keys 

Keys can be redefined to suit personal taste (or 
use joystick instead). 

O Left 

P Right 

Q Jump — the longer it’s held down, 

the higher the jump 
A Crouch 

SPACE Fire — the longer it’s held down, the 
further the bolts go. When held down for the 


maximum amount of time, a more powerful 
sword will be thrown instead (use these for 
larger foes on later levels). 

To pause the game or frame advance it, 

press CAPS SHIFT A SYMBOL SHIFT 

simultaneously. 

To abort the game press Y , U, I, O and P 
simultaneously. 


Inlermatlen Panel 

From left to right the panel sections are as 

follows: 

1 . Lives left 

2m Elapsed time represented by a sun that 
changes to a moon 

2m Score 

4. Currently held object (when blank, nothing 
is held) 

Bm 1 st digit = fairies so far found. 

2nd digit = total amount of fairies to be 
found on the current level. 
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RANARAf-'A 

21 st Century 

M ervyn, the sorcerer’s apprentice, is trapped 
in an evil dungeon after escaping from an 
invasion of warlocks. Life wouldn’t be so bad if he 
hadn’t inadvertently changed himself into a frog 
whilst concocting a potion to improve his looks (so 
that’s what happend to Corky!). 

You must help Mervyn seek out the evil warlock 
and destroy his misshapen hordes. Blast their 
looming weapon generators and defeat the 
warlocks themselves in ritual magic combat... and 
if you have enough strength after all that, who 
knows? You might succeed in turning him back 
into a human, but only if you get the right potion! 

Each Warlock is guarded by groups of evil 
creatures — you earn extra points for destroying 
these but they do not affect the course of the 
game. Some rooms contain tomb-like weapon 
generators which create vicious weapons such as 
spinning knives. Destruction of the weapons 
scores nothing, but you can shoot the generators 
for extra points. 

Some rooms also have mysterious symbols 
embedded in the floor. These are called Floor 
Glyphs and there are four different types — one 
weaves magic spells, another is fired at to destroy 
some or all enemies in a room. The other two 
reveal a plan of the current dungeon level or 
transport you to a new one. 

When you defeat a warlock you should strive to 
capture the magic runes which he releases. You 
use these to conjure spells to make yourself 
stronger in attack and less vulnerable in defence. 
After clearing the top level you’ll be strong enough 
to proceed downwards to tackle the more 
aggressive warlocks and guardian creatures 
below. 


word RANARAMA will be scrambled before your 
eyes — you must put them back in order before 
the time runs out. Press left or right to select a 
pair of highlighted letters and press Fire to reverse 
the order of the pair. 

Having defeated a warlock his runes are 
scattered to the four corners of the room. Collect 
as many as you can before they fade away, and 
use them to increase power and resilience. 


!«#« 


Pl&yimg fhe &mm 

Each room lights up as you enter it, and the aerial 
viewpoint shows the magic Floor Glyphs which 
can be used to your advantage. To use a Floor 
Glyph you must stand on it before pressing fire. 
They’re explained in more detail below. 

On locating a warlock, leap on the top of him 
and lock him in ritual combat. The letters of the 


mw ftfyphs 

To activate a Floor Glyph, step on it and press 
Fire. 

Glyph Of Seeing 

All rooms and doors (including invisible doors) 
explored so far are shown on a map together with 
your position. If you obtain the SEE Effects spell, 
the position of warlocks is shown in red. 

Glyph Of Power 
A magic bolt varying 
in intensity is 
released, killing 
some or all 
opponents. This 
Glyph disappears 
after use. 

Glyph Of Travel 
A side view of the 
dungeon appears, 

You can use Up or 
Down to travel to 
another level, or 
press Fire to leave 
the Glyph. Be 
careful, you may not 
be able to return the 
way you came. Do 
not be tempted to 
explore the lower 
levels without 
sufficient runes and 
spells. 

Glyph Of Sorcery 

This Glyph builds 
power and 
resilience. At least 
five screens of 
information may be 
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Joystick Controls 

Keyboard 

Up 

Equivalent 

A, S, D. F, G 

Down 

z, X, C, V 

| Left 

B, N 

Right 

M 

1 Fire 

H, J, K, L 

To fire an Offence spell 

Press Fire with a 

j 

j 

1 To cast an Effect spell 

direction selected 
Press Fire with no 


direction selected 

To activate a Floor Glyph Stand on the Glyph 

To pause the game 

and press Fire with 
no direction 
selected 

Press P key. Press 

To set auto-fire 

Fire to restart 
(inoperative during 
ritual combat) 

Press W key. 

Press again to unset 
During ritual combat 

Press Left or Right 

- 

- ■ ... • 



to select a pair of 
letters and press 

Fire to rearrange 
the pair. 


accessed, using UP and DOWN to scroll through 
the screens. The first scene shows the currently 
active levels of the four types of spells available 
and the runes which you may have collected to 
date. Subsequent screens give more details on 
each currently active spell and on spells that may 
be ca* using the runes collected. For more 
information see the next section. 

All Aktwi Spells 

Spell Types And Level 

There are four types of spell: Power, Offence, 
Defence and Effect. You start the game with weak 
spells but as you collect runes you can cast 
stronger versions. You need more and more 
spells to build up your psychic powers so that you 
can safely tackle the stronger creatures on lower 
levels. 

Be careful to maintain a balance between 

different types of spell. A 
strong Offence spell will 
enable you to destroy more 
aggressive creatures more 
quickly, but it will also drain a 
weak Power spell rapidly so 
you die. 

You start the game with 
Psychic, the second weakest 
Power spell, with a Mortal 
Power spell (the weakest 
Power spell) in reserve. If you 
do not succeed in boosting 
your power level by capturing 
energy crystals or casting a 
stronger Power spell, you’ll 
eventually fade and die, 
dropping from Psychic to 
Mortal power level. If you fail 
a second time you lose the 
game and must start again. 

You also have the weakest 
Offence spell (Zap) (nohing 
like ZZAP! then! — Ed) so 
you’ll have to fire and strike 
the stronger creatures or 
weapon generators several 
times before they’re 
destroyed. Your Defence 
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spell (Protect) is also weak so you’re also poorly 
shielded. Your initial Effects spell is called FIND, and 
it enables you to locate invisible doors. If you 
suspect there is a door hidden in your current room 
centre the joystick and press Fire. The FIND spell 
will then reveal any hidden doors. 


Ctwtmg Mew Spells 

Find a Glyph Of Sorcery, step on it and press Fire. 
The first screen shows currently active levels of four 
types of spell. You can get more details on each 
spell by scrolling up or down to new screens. 

If you progress well by defeating warlocks and 
collecting runes, new spells become available. 
These are shown on new screens, and an audible 
tone informs you that you can cast the new spell in 
exchange for one or more of your runes. Press Fire 
to cast the new spell. 



II 


runes which are your key to ultimate success. 
Do not tackle them without a high Defence spell 
and power level of 4 or better. 

Score 4500 to 8000 points 


ffnergy Ctystafs 

As you explore you’ll stumble across crystals floating 
in their rooms. When they sense your life force they 
close in on you and boost your power level. 


Tfce Evil Guardian fferefes 

Dwarf Warrior, 1st Level Fighter 

Recruited from the Kuri, a tribe of dwarfs long 
corrupted by the nether forces. Not very intelligent, 
they lust for gold, drink and a food fight (fatty Phil 
would be right at home). 

Score 100 points. 

Fire Gollum, 2nd Level Fighter 
A pale shadow of a true fire elemental, these 
unfortunate creatures are the creation of the wise in 
their attempt to overthrow the Netherlords at the end 
of the great Dark Age. Hateful of their creators, the 
few that survive serve the Netherlords who cherish 
their abilities of constant light and warmth in the 
depths. 

Score 200 points. 

Bisect, 3rd Level Fighter 
A hideous creation of the Netherlords, spawned in 
the depths by fusing the life pattern of insects and 
man. Protected by their exoskeletons, they are 
formidable warriors. 

Score 300 points. 

Guardian, 4th Level Fighter 
Not a living creature, but an armoured shell 


animated by the dark arts of the Netherlords. 
Protected by magic, they can resist the magical 

attacks of lesser creatures. 

Score 400 points 

Death Serpent, 5th Level Fighter 
Spawned from the heads of dead warriors, these 
snake like creatures are fast and deadly. 

Score 500 points 
Ghoul, 6th Level Fighter 
Almost invisible, these undead creatures drain 
the energy of living things at a shuddering rate. 

Score 600 points. 

Arachnae, 7th Level Fighter 
An ancient race of man eating spiders, these 
creatures are found in the deeper Levels. Frogs 
are a particular delicacy of theirs! 

Score 700 points 
Gargoyle, 8th Level Fighter 
A magical creature created by dark forces, 
these are the epitome of evil. Most deadly of the 
creatures lurking in the depths, they are fast and 
cunning. 

Score 800 points 


Magfeml Wetsp&m 

Weapons are mostly impervious to your attack 
and their destruction wins you no points. You 
may, however, prevent their creation and earn 
500 points by destroying their tomb-like 
generators, 

Munching Mouth 
To avoid its rapid strikes you must run from the 
room or hide. 

Spinning Knives 

Slow as individuals, they attack in large numbers 
if you don’t destroy their generators. 

Orbiter 

Four glistening steel balls rotating round a pulsing 
ball of energy, an orbiter is slow enough to shoot. 

Energy Ball 

A spinning ball of pure energy feared for its 
bodyline tactics. 





varies 

Wizard, Levels 1-4 

These cowardly leaders of the undead will only 
volunteer for ritual combat if you’re of a lesser 
status than themselves. If they run from you, 
they’re weak. Equipped with various missile and 
attack spells and resistant to missile attack, 
warlocks are best defeated by ritual combat. 

Score 500 to 4000 points 
Necromancer, Levels 5-8 
Powerful in attack, defence and magical combat, 
these towering Netherlords possess powerful 
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Scorchin’ 
reader’s game — 
’ello, ’ello, ’ello! 



QUIX 

A PD rave 
from the 
grave — 
you’ll dig it! 

ATALAN 

Head- 
scratchin’ 
mayhem from the 
Probe team 


TUSARI 

Is this the 
best reader 


game ever 
written? 


mm 
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Minis Ami Tips 

1 • The aim of the game is to start on the top level 
of the dungeon and to defeat each warlock 
encountered, 

2. Don’t get sidetracked. The warlocks are the 
key to the game. Seek them out, destroy those 
around them, then jump on them. 

3. Keep moving from room to room. As long as 
you’re making new ground you’ll find energy 
crystals and warlocks. Use the maps to plan your 
progress. 

4. Go down to other levels before you’ve plenty 
of runes and higher spells and you’ll be dead 
within seconds. 

5. If you lose your Power spell, the first priority is 
to get to a Gi /ph Of Sorcery and acquire a new 
one. 

6* Use runes sparingly. Only increase firepower 
or shields when you’ve runes to spare. 

X. Use Glyphs Of Power to attack all the 
creatures in a room at one go. 

8* When the time comes to change levels, if the 
Glyph Of Travel takes you too deep return and try 
another. 
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GALAXIANS 

A right blisterin’ blast 



Atalan 


000 


Tusari 


Epic arcade-adventure 


•Bsaj | 

iM " 




RANARAMA 

The thinking man’s 
Gauntlet — great stuff! 

TERMINAL 

CITY 

Hard ‘n’ fast — a real 
humdinger! 




fc. 


LOADING INSTRUCTIONS 

Follow the loading instructions in your C64 manual. Lost your manual? No problem 
Hit Shift & Run/stop, and press play. 

DODGY DUPLICATION? 

If your Megatape ain’t up to scratch, send it to: Ablex Audio Video Ltd, Harcourt, 
Halesfield 14, Telford, Shropshire TF7 4QD. 

Don’t send it back to us — no really, DON’T SEND IT BACK TO US, and for the 
third time of asking, DON'T SEND IT BACK TO US!!!!! We don’t keep spare 
Megatapes here at ZZAP! Towers, so all we’ll do is send them on to Ablex anyway! 
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Follow the loading instructions in your C64 manual. Lost your manual? No problem 
Hit Shift & Run/stop, and press play. 

DODGY DUPLICATION? 

If your Megatape ain’t up to scratch, send it to: Ablex Audio Video Ltd, Harcourt, 
Halesfield 14, Telford, Shropshire TF7 4QD. 

Don’t send it back to us — no really, DON’T SEND IT BACK TO US, and for the 
third time of asking, DON'T SEND IT BACK TO US!!!!! We don’t keep spare 
Megatapes here at ZZAP! Towers, so all we’ll do is send them on to Ablex anyway! 
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nother rave 
from the 
grave, Quix is a 
pixel-perfect 
conversion of the 
classic Qix coin- 
op, and despite 
appearances it plays really well. 

Played on a static screen, your ‘sprite’ (the tiny dot!) 
patrols the outer perimeters of the playing area, 
avoiding two enemy blobs at all costs. The big baddie, 
an interesting mathematical effect created using 
straight lines, dominates the screen. By hitting the fire 
button you can make brave excursions into the playing 
area, leaving a trail in your wake, boxing off sections 
of enemy territory and making it your own — capture 
75% of the screen to complete the level. If your trail is 
hit before you make it back to friendlier climes, you 
die. Hesitate too long, or turn back on yourself, and 
another blobbie thing follows your trail — if it catches 
you, you’re sunk! 

It’s a simple concept, but that’s what makes it so 
addictive. If you don’t believe me, load it up and give it 
a blast — just make sure you’ve nothing important on 
for the rest of the day! 


by Handy Rodrigues 
Copyright 1988 


u are on a sandy beach in the warn 
mshine *ith the waves of the ocean 
ending onto the sand behind you.Tht 
ft sand extends north, east and wesi 
■wards high cliffs which encircle tf 
ach. There is a large broken »*ast 
ing on the sand. 

Cor bliwey* aren't these adventure 
reenshots boring? What can we do t< 
ike them more interesting? I know - 
suit Corky? <He 's a fat ugly git>8 





TERMINAL CITY 

Public Domain 

|0, DONT DO IT, 
DON’T SWITCH 
OFF! Your computer has 
NOT crashed, it’s just a 
really great intro 
sequence — skip it by 
hitting FI , but make sure 
you watch it at least once! 

Ahem! Now we’ve got 
that little thing sorted, let’s 
get on with the game; a great PD offering from ace 
programers Ashley Routledge and Dave Saunders. 

An eight-way-scrolling shoot-’em-up and switch- 
’em-off outing, Terminal City has you racing round 
the maze-like playing area from hut to hut, checking 
out computer terminals. Your task is to shut ’em 
down using the disks bought from the huts — each 
disk shuts down one specific computer, so you’ve a 
lot of work on your hands. 

Still sounds easy? Well it would be if it weren’t for 
the wandering monsters! Armed with a mega-blaster 
gun, each alien killed gives one credit. You need ten 
to buy a disk, so to succeed you’ll need a trigger 
finger that puts Dirty Harry’s to shame! 

Pressing the space bar activates your personal 
jetpack — you can now whizz round the maze at 
twice the normal pace! Because it comes with a built- 
in forcefield you won’t have to worry about the aliens 
— just run ’em down. This doesn’t give you any 
credits and you’ll need to switch it off before entering 
a hut, but if s a great way to get from A to B at speed. 
G’luck! 




ATA 

John Rodrigues 

Y ou are a poor sailor, 
one of the crew of a 
large vessel currently 
sailing in the Pacific 
Ocean. After months at 
sea you spot an 
uncharted island in the 
distance. As the vessel 
begins to make towards it 
the pompous Captain 
proclaims that he intends 
to land, name the island 
Atalan and claim it for 
Britain. 

But alas it’s not to be. 
Suddenly, without any warning 
a violent storm sweeps over 
the vessel and before there is 
time to react the ship is 
battered into driftwood. 

Luckily for you, you were 
standing beside the mast as 
the ship broke up and had the 
presence of mind to lash 
yourself to it (ooh! — Miss W). 
The mast breaks away and 
plunges into the ocean taking 
you with it. You cannot swim 
and as you are tossed about by 
the mountainous waves you 
can only cling on helplessly 
until, through fear and fatigue, 
you lapse into 
unconsciousness. 

You wake to find yourself 
lying on a sandy beach in the 
warm sunshine, washed 
ashore on a small island 
thousands of miles away from 
civilisation. The storm’s passed 
but there’s no sign of the ship 


or your crew mates. 

Little do you realise 
as you awake that 
fabulous treasures are 
to be found on this 
island. But to discover 
them all before rescue comes 
means tackling many 
problems, obstacles and 
dangerous situations. One of 
the first problems to overcome 
is how to get off the beach in 
the first place, as it seems to 
be completely surrounded by 
towering, sheer-faced cliffs... 

Special Nates 

This adventure features a 
useful help command to aid 
you with some of the more 
difficult problems. There’s also 
the command VOCABULARY 
which lists the more useful 
verbs on screen. 

This adventure was 
produced with the aid of The 
Graphic Adventure Creator by 
Incentive Software. 

Pitting Tips 

It is rare to find items just lying 
around in an adventure. Most 
are hidden and must be found. 
The golden rule is to examine 
everything you think might be 
useful or provide a clue. 
Carefully read the location 
descriptions and messages as 
they sometimes conceal useful 
clues. Some objects are 
containers and must be opened 
and in many adventures it is 
always wise to LOOK IN, 

LOOK UNDER, LOOK 
BEHIND (object) etc. This 
sometimes reveals something 
you didn’t expect to find. It’s 
always worth remembering that 
if you SEARCH a location you 
might reveal some more useful 


information other than just the 
location description. 

All eight directions of the 
compass are recognised, as 
are UP and DOWN. They can 
be abbreviated to save time, ie 
N for North, NW for Northwest, 
etc. 

Most adventures will 
recognise quite complex 
sentences as well as the usual 
verb/noun input. GAC games 
accept multiple commands 
which should be separated by 
AND, THEN, a comma or a full 
stop. The word IT is also 
recognised as the last noun 
input and is useful in the 
manipulation of objects during 
play. 

It’s useful to make a map of 
the adventure as you go along. 
If you mark down where you 
find objects it’ll help you reach 
them easily. Doors are usually 
locked and keys must be found 
or other methods of gaining 
entry. It’s also very useful to try 
and communicate with other 
characters in the adventure as 
they may have some useful 
information to aid you in your 
quest. 

Never be afraid to try 
anything and if in doubt always 
remember to save your position 
first then, if you do make a 
mistake (lose a valuable object 
or even get yourself killed off), 
you can always get back the 
position you saved from. 

If you really get stuck then 
please don’t hesitate to ask for 
help, hints or even a full 
solution by sending a SAE to 
Atlas Adventure Software, 67 
Lloyd Street, Llandudno, 
Gwynedd, LL30 2YP and they’ll 
be happy to oblige 

HAPPY ADVENTURING! 


Unpause 

Jump left 
Jump right 
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Cl e ment f 14 

lement 1 14 is proud to present Tusarf , the latest 
in interactive multi-screen arcade-adventure 
games. Over 130 fully animated fantasy screens, 
packed with a whole range of disgusting life forms, all 
determined to destroy the beautiful goddess Tusari. 


The beautiful goddess Tusari has been captured by 
the Akaygains — an evil breed of mutated ogres — 
and imprisoned in a stinking dungeon in the depths 
of their underground domain. Your mission is to free 
Tusari, daughter of the goddess of passion, and 
save her from the ‘evil intentions’ of the Akaygain 
ogres. 


This is a one-player-only game using joystick in Port 

2 . 

Run/Stop — Pause 
Fire (while paused) 

Up - Jump 
Diagonal Up & Left 
Diagonal Up & Right 
Left — Run left 
Right — Run right 
Fire — Fire current weapon 
Fire & Up — Stab up with sword 
Fire & Down — Stab down with sword 


Keep an eye on your energy and number of daggers 
(right of the score panel) because when these get low 
WATCH OUT. 

Watch out for power-ups (especially on later levels) 
as these allow you to fire three daggers at once and 

also let you fly 
with wings. 

Keep an 
eye out for 
chests as well 
(not ’arf — 
Phil), as these 


give more daggers, of which you have a limited 
supply. 

When you die on a level all is not lost. To practise 
a level after you die, push LEFT to PRACTISE or 
RIGHT to QUIT when you are asked. 

Before starting a level, a ‘GET READY’ screen 
appears with information on that level. Moving the 
joystick left and right will turn music on or off (look at 
the musical note in the bottom right). 





Tusari © 1 989-1 992 Element 1 1 4 Software and 
Shockware Software. Programming, artwork and FX 
by Martin (BALTHAAZAR) Piper. Music by Alan 
Peters. 

Game design by Jon Paul Eldridge. 

Playtesting by Stuz, Barry Elms, Leighton Jones, 
John James. Graphics were pixellised on the 
excellent OCP Advanced Art Studio. Music 
composed on ‘ELEMENT 114 STUDIO PLUS’. 


Tusari ... great for mappers, eh? So damned good 
we’re offering a free ZZAP! T-shirt for the first 
complete solution and map, so sharpen that 
pencil, plug in your joystick and get plotting! 
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H i-T ec, famous for 

their high-quality ^ 

cartoon licences, are having a spot of 
bovva! Severely affected by the 
recession and the spectacular fall of the 
Amstrad CPC, the boys from Sheffield 
are currently looking for financial 
backers. 

‘Our biggest problem was financial 
structuring,’ said Hi-Tec supremo David 
Palmer in an interview with CTW, the 
computer industries’ leading trade paper. 
‘We were heavily dependent on our 
banker’s support. We did very well 
though, our Premier range sold very 
well.’ 

So there we have it — if you’ve got a 
few hundred grand to spare, buy ’em out. 
If not, grab a copy of the brilliant Daffy 
Duck instead — companies who produce 
software of this standard shouldn’t be 
allowed to die! 


E ditorship of long-running adventure fanzine 
Adventure Probe has passed from Mandy 
‘Naff Taff Rodrigues to Scouse adventure freak 
Barbara Gibb. 

Founded in 1986, Adventure Probe quickly 
built a reputation as THE read for the more 
cerebral gamer. Written BY the readers FOR the 
readers, even Bash subscribed — he couldn’t 
read it of course, but he enjoyed looking at the 
pictures (kiss my axe! — Bash). Unfortunately 
the recession took its toll, circulation fell, and 
due to circumstances beyond her control Mandy 
was unable to continue as editor. 

‘I’ve really enjoyed the last four years,’ said 
Mandy of her editorship, ‘and I’m delighted that 
it’s carrying on. Barbara will do a fantastic job, 
and I’ll certainly contribute material’. 

The new-look Adventure Probe costs a mere 
£2.00, and can be obtained from: 52 Burford Rd, 
Liverpool LI 6 6AQ. Make cheques payable to 
Adventure Probe. 


here’s a new software label in town — Admiral’s the name and cheapo software’s the game, 
and we don’t mean budget games either! 

Although Admiral releases are full-pricers, they retail at a stonking £6.99, a fair few quid cheaper 
than usual. We’re assured they’re every bit as good as their more expensive counterparts too! 

At the time of writing, two titles are in the pipeline — ’ Alio Alio, an eight-way scrolling platformer 
based on the BBC’s pathetic excuse for a comedy (Ah lick eet! — Phil) , and Suburban 
Commando, a licence of Hulk Hogan’s high-budget, low-storyline movie. Both games hit the 
streets early next year — more news as it’s made! 
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■ Presentation: Everything apart 
from the game itself! Loading 
screen, multiload, title/intro/menu 
screens, game options etc. 

■ Graphics: Everything 
you see on the screen 
during the game: the animated 
sprites, backdrops, screen 
scrolling etc. 

■ Sound: Music 

(introduction and in-game) and 
sound FX — not just their technical 
quality but how suited they are to 
the game style/scenario and affect 
the overran atmosphere. 

■ Hookability: How playable a game is for the first few goes. If it’s 
‘easy to get into’ it’s likely to have a high Hookability score. A very 

Hookable game isn’t necessarily one that’ll last, though. 

■ Lastability: How long will you be playing it? Does it offer a good 
long-term challenge? These factors determine Lastability. A Lastable 
game might have a low Hookability rating , if it’s hard to get into at 

first but brilliant once you do. 

!j B| ■ Overall Strike: This is the average of the reviewers’ 

1 ““' individual overall ratings, but not necesssarily of the specific 
Jl ratings (Graphics etc). 

■ If the Overall Strike is 
— — J 90 to 95%, the game 
receives a red-hot spanking 


award! 

i If it’s 96% or more, it wins the 
ultimate accolade that money 
cannot buy: the ZZAP! Gold Medal! 

This means that the game is really cookin’! 

■ If a budget rerelease scores 90% or over, it earns a Silver 
Medal, showing that it’s as good as a Sizzler and value for 
money too! 


SEEDY RELEASES 

P hilips think they’re on a winning streak with the latest releases for their ground-breaking CDi (CD- 
interactive) computer. Frankly, we at ZZAP! doubt it very much — with the capability of full-motion 
video, the CDi system has terrific potential as a games media, but it’s scarcely touched by the new 
titles. 

Caesar’s World Of Gambling promises to ‘bring the highlights of Las Vegas into your living 
room...’: play Poker, Blackjack, Roulette, Craps, etc and never lose a penny. Great in theory, but 
where’s the satisfaction in making vast amounts of dosh you’ll never spend? Backgammon , on the 
other hand, is... well it’s backgammon! Play against a variety of computer opponents, or pit your wits 
against your mate with the CPU acting as referee. Nice idea, but it hardly pushes the CDi technology 

to its limits. 

Caesar’s clocks in at £19.95, while 
Backgammon will set you back a wallet-busting 
£24.95. Aren’t you glad you own a C64? 
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I f we had a pound for every letter 
asking when Ocean’s Battle Command 
will appear on cart, we’d have enough to 
feed Phil for a week! Apparently Ocean 
had a few difficulties getting it onto 
cartridge, but at long last it’s here! 

Ocean’s other cartridge titles include 
RoboCop 28*3, SCI (Chase HQ 2), Navy 
SEALs , Shadow Of The Beast and Toki . 
All retail at a very reasonable £14.99, 
and feature instant loading and improved 
graphics. This latest addition to the range 
also looks likely to supply a Command 
performance! 


mm 




COMPILED BY 

GALLUP 


SPONSORED BY 
PENGUIN BISCUITS 
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SHEER CHART 
ATTACK! 

Well whadayaknow, it’s charts time! 
Unlike other mags, OUR charts are 
informative — after each entry there’s a 
fraction thingie that tells you when the 
game was reviewed and what it scored. 
Thus 88/99% would be a blinding game 
reviewed last ish. 


FULL-PRICE TOP 20 

1. (1) James Pond 2 — Codename 
RoboCod (Millennium) 87/87% 

2. (2) Creatures 2 — Torture Trouble 
(Thalamus) 81/97% 

3. (6) Dizzy’s Excellent Adventures 
(CodeMasters) 80/- 

4. (3) Space Crusade (Gremlin) 84/93% 

5. (7) WWF Wrestlemania (Ocean) 79/90% 

6. (-) Mega Sports (US Gold) N/R 

7. (8) The Addams Family (Ocean) 86/57% 

8. (-) Dizzy Collection (CodeMasters) N/R 

9. (-) Cartoon Collection (CodeMasters) 80/- 

10. (-) Manchester United Europe 
(Krisalis) 76/77% 

11. (-) Soccer Stars (Empire) 80/- 

12. (4) European Football Champ 
(Domark) 87/45% 

13. (5) The Simpsons (Ocean) 80/85% 

14. (-) Board Genius (Beau Jolly) N/R 

1 5. (-) The Lineker Collection (Kixx) 86/60% 

16. (-) Colossus Chess (CDS) N/R 

17. (-) Dragon Breed (Activision) 69/79% 

18. (-) Winter Camp (Thalamus) 81/93% 

19. (-) Capcom Collection (US Gold) 79/- 

20. (-) Pit-Fighter (Domark) 79/56% 

BUDGET TOP 2# 

1 . (2) Arnie (Zeppelin) 85/83% 

2. (1) Rainbow Islands (The Hit Squad) 81/96% 

3. (3) Golden Axe (Tronix) 67/96% 

4. (-) Dizzy Down The Rapids 
(CodeMasters) 85/82% 

5. (-) Olympiad Collection (MicroValue) 87/73% 

6. (~) Go For Gold (Kixx) N/R 

7. (9) Ivan ‘Iron Man’ Stewart’s Super 
Off-Road Racer (Tronix) 85/93% 

8. (-) Championship 3D Snooker 
(Zeppelin) 82/87% 

9. (-) Bubble Dizzy (CodeMasters) 81/82% 

10. (4) Italia ’90 (Tronix) 82/37% 

11. (5) Graeme Souness Soccer Manager 
(Zeppelin) N/R 

12. (-) DJ Puff (CodeMasters) 86/72% 

13. (6) F16 Combat Pilot 
(Action 16) 63/76% 

14. (-) International 3D Tennis (GBH) 84/90% 

15. (-) New Zealand Story (The Hit 
Squad) 76/90% 

16. (-) Test Master (E&J) N/R 

17. (-) Shoot ’Em Up Construction 
Kit (GBH) 84/92% 

18. (-) RoboCop (The Hit Squad) 80/77% 

19. (-) Magicland Dizzy (CodeMasters) 69/83% 

20. (-) Ultimate Golf (GBH Gold) 81/79% 

READERS' CHAW 

1. (1) MicroProse Soccer (Kixx) 85/97% 

2. (3) Creatures 2 (Thalamus) 81/97% 

3. (-) Space Crusade (Gremlin) 84/93% 

4. (3) Creatures (Kixx) 88/96% 

5. (-) James Pond 2 — Codename 
RoboCod (Millennium) 87/87% 
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He's got a long 
snout, he's weird and he's 
an animal... For once, 

PHIL 'I Haven't Got A Big 
Nose, Have I Mum?' KING 
hopes the game doesn't 


0 040 < 


• Nobb 
Titanic 
land, he 
catches 


live up to its 'nobby' 
name! 

A ardvarks aren’t normally known for their 
daring and courage. They usually just 
crawl around, sucking up ants for 
breakfast, dinner and tea. Nobby also does this 
from time to time, but rather than eat them, he 
spits ’em out at the enemies encountered on his 
quest in search of the legendary land of Antopia, 
where the streets are paved with, erm, ants. 

On the first multidirectional^ scrolling level, 
Nobby leaps athletically (well, for an aardvark) 
around the numerous platforms. If he runs out of 
ants to spit, he can suck up some more at any 
of the strategically placed ant hills. 

The level culminates with Nobby pushing up 
and down on a manual railcar, and finally ending 
up in a hot-air balloon. This is the mode of 
transport used throughout the next level. Going 
up is no longer a problem, but the sharp spikes 
and birds are, bursting the balloon and sending 
it flying off the screen! 


• Glug glug... Nobby Cousteau az to reach ze sub before he reuns oeut oeuf oeur 
(abeuve)! The men from Atantis are far more dangerous than Patrick Duffy as they 
fire lasers from their mechanical walkers (below). 

A-maze-ing escape 

This leads to the Space Station Labyrinth and I mmm df #• 

change to a bird’s-eye perspective. Mapping is I I |T; \ 

essential as this maze is a real whopper with I I f ; i jjj 

loads of blind alleys to explore before you find | 

the way out. Frustration is caused by the I „ IJJ 

baddies which suddenly appear to chuck bombs I * ■+* 

Finally, the trickiest level of them all has I 

Nobby exploring an abandoned ore refinery. I ; IjH 

This entails zooming along a track in an old I E « 

railcar, Indiana Aardvark style, ducking to avoid I jljj 

bats and dynamiting gigantic rolling boulders. I ^ 

It’s the explosive climax to yet another top- 

• Up, up and away in his beautiful 1 BB y.Lvtlr 

balloon, Nobby drops bombs and avoids I + 0 

sharp objects that prick his transport. I jHflRSSSllS!! 1 j£ 


In deep water 

Ironically, the route to the third level is supplied 
by a bird piercing the balloon and Nobby falling 
into deep water. This is the setting for a two- 
section underwater extravaganza. The multi- 
talented Nobby is a fine swimmer, which is just 
as well as he must dive deep down to reach a 
submarine before his air runs out. 

Once in the sub, vicious fish and unfriendly 
divers must be avoided or sunk with torpedoes. 
The scenery in this section is spectacular: you 
even pass over the wrecked Titanic, accurately 
portrayed with its broken fourth funnel! 

The sub takes him to the lost city of Atlantis, a 
platform-filled level inhabited by lots of angry 
Atlanteans, some in laser-firing walkers. It plays 
much like the first level, but with vastly different 
scenery and baddies. 

The fifth, Martian Space Station level is a 
similar platform romp, with the Martians popping 
out of craters to attack. 




ZZAP! 64 No.S9 October 1992 




Unavoidable m ultiload, title 
screen, high 
scores 9 


Nobby’s a great lad, varied 
backdrops are 
Excellent wJZMdi 


A different, top-notch tune 
for each rT77 

level L* " 


The first two levels of the 
game are a fTT^ 
i great taster 


Tremendous variety and no 

lack of ‘ ^ ;w;i 

challenge VIM£ 


• What a scorcher! 
Nobby The Aardvark offers nothing new, 
but it’s so well executed... if you only 
buy one game this month, buy this one. 

If you buy two, buy it twice! 

A multi-level, multi-generic j 

I extravaganza, Nobby features some of t 
the most varied game styles ever seen. 1 
It’s also a multiload, but with this much 
depth I suppose it has to be. Best of all, 
the different game styles fit together 
like Phil and his outsize chip butties! I 
HATE it when all you get is a handful of 
dodgy sub-games with only token 
attempts at tying them together (film 
licensees take note), but Nobby actually 
‘feels’ like a complete game. 

Great graphics, sizzling sound 
and vast variety make Nobby 
The Aardvark a bargain buy. 

So er... buy it! 


00400C 


• Nobby takes a luxury cruise past the 
Titanic in his sub (above). Back on dry 
land, he gets lost in the labyrinth and 
catches a bomb (below). 


notch game from Thalamus. Mind you, that’s not 
surprising with their excellent track record, and 
that of programmers Genesis (New Zealand 
Story, Spike In Transylvania, CJ’s Elephant 
Antics) — in fact, I reckon this is their best qame 
yet. 

The first level is a great start, but the second 
ballooning stage gives some idea of the 
tremendous gameplay variety that’s to follow. 

So many games these days just take one idea 
and repeat it over and over again in the 
following levels. Not so Nobby — each level is a 
new experience, with the ant-sucking hero using 
virtually every form of transport going. Who said 
variety’s dead? 

Not only is every level superbly presented, 
with some excellent cartoon sprites and its own 
superb soundtrack, but they’re all packed with 
playability. Furthermore, this isn’t a game you’ll 
whizz through in a handful of goes. It starts ‘aard’ 
and it gets ‘aarder’. But, apart from the labyrinth 


level, it’s never frustrating, and there are always 
new surprises to see as you progress further. 

Without doubt, Nobby is one of the ^ ^ 
best games of the year, even 
ranking right up there with ^ 1 1 "v 

Creatures 2. If you miss it, you / ( V 

really must be a sucker! 


• This is what they want 
(to quote Chris Tarrant), a game with 
excellent graphics and a rib-tickling 
sense of humour. Nobby The Aardvark s 
the latest in a long line of platform 
puzzlers, and I’m pleased to say it’s 
totally brill. But that’s no surprise 
when Genesis Software are 
responsible. Their track record to date 
is flawless, and this game’s another 
feather in their metaphorical hat. The 
main character’s brilliant, a scruffy 
looking aardvark’s the last creature 
you’d expect to be the hero of a game. 

Some of the situations Nobby finds 
himself in are hilarious, in a hot-air 
balloon, racing along on a railcar and 
even piloting a submarine. The evil 
creatures are so cute, you feel genuinely 
sorry as you blow their little brains out. 

It’s funny, it’s fun, and even 
when you’ve sucked up loads J 

of ants you’ll still be itching (Q| 
for more! JW fm 
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or information about any Philips 
products, or just to find your 
nearest TV 2 stockists, just give 
Philips Consumer Enquiries a call 
on: 081 665 6350. Er, sorry, but we 
don’t have the young rubber-clad 
lasses number... 


sSa 


' Your 


■■ ed up with the ‘who’s going to watch what on TV' arguments? Are you forced to suffer endllss episodes of 
£ Eldorado when you’d rather be playing Creatures ? And are your Fuzzys really fuzzy ’cos your goggle-box 
doesn’t have a SCART socket? 

If the answer to all these questions is a resounding YES, you’re a perfect candidate to win the superb Philips 
‘Your TV2’ that’s up for grabs. Due to the unusual design, this television set has been dubbed The Book’. Mainly 
because some joker... I mean intelligent individual at Philips, decided the casing looked like a half-open book. 

Despite the dubious nickname, The Book contains a host of very useful features. A swivel base and adjustable 
viewing angle make sure the viewer is in the most comfy position (no more 90-degree neck craning). There’s also 
an in-built carryino handle, so your little brother/sister won't drop it when he/she uses the Book as an imaginary 


1 
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X. How long does the automatic switch-off timer wait after the transmitter signal stops? 

3. How many pre-selections are there? 

Scribble your rnmmm m the back of a postcard, and send ft to the following address: I WANT TO BE ON TV 
COMP. 2Z4P* Ludbm Shropehim BYB UW, The ®faslng dale i$ 14 Nmmnhe? fMo Any mrim 

received attar that will be dbmimty laughed Mi by the HAP* tmm m § lotted m the blrt* 
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FREE CATALOGUE 

COMPLETE & RETURN THE COUPON BELOW 
FOR A FREE 64 PAGE COLOUR AMIGA CATALOGUE 


FREE! FROM SILICA 


600 - NEW LOW PRICE! 




When you buy your new Amiga computer from 
Silica Systems, we will give you an additional 
£369.73 worth of software FREE OF 
CHARGE, including some great entertainment 
and productivity programs. These free gifts 
will introduce you to the world of computing 
and help you to get off to a flying start with 
your new Amiga. Plus, with every Amiga from 
Silica we will give you 16 nights FREE holiday 
hotel accommodation for you and your family 
to enjoy a break at home or abroad. 

16 NIGHTS HOLIDAY 

HOTEL ACCOMMODATION PRODUCTIVITY: 

Every Amiga 500 and 600 from Silica comes 
supplied with a free 72 page colour brochure with 
accommodation vouchers. These entitle 2 people to 
stay up to a total of 16 nights in any of 250 hotels 
with accommodation FREE. All you have to pay for 
are your meals (prices are listed in the brochure). 


ARCADE ACTION PACK: 

10 Superb entertainment titles: 

ASTERIX £24.99 

CHESS PLAYER 2150.. £24.95 

DRIVIN’ FORCE £24.95 

LIVE AND LET DIE .... £19.99 

ONSLAUGHT £24.99 

PIPE MANIA £24.99 

RICK DANGEROUS £24.99 

ROCK ‘N’ ROLL £19.99 

SKWEEK £19.99 

TRIVIAL PURSUIT £19.95 


PHOTON PAINT 2.0 £89.95 

The recommended paint package 

GFA BASIC V3.5 £50.00 

A powerful basic interpreter 

TOTAL VALUE: £369.73 


WORTH 

NEARLY 


PERIPHERALS 

FOR AMIGA COMPUTERS 



NEW! Compact Design 

36cm x 24cm x 7cm 
78 Key Keyboard 

3!6 Internal Floppy Drive 
1 Mb RAM As Standard 

10Mb RAM Maximum 


Klckstart/ 

Workbench 

Latest version: 
v2.05 



Built-In TV Modulator 

For connection to a television 

IDE Hard Disk Controller 

For 2T Hard Disk Drives, (Upgrade 
kit to max 120Mb HD 
also Kickstart upgrade for HD 
support available soon) 

Hard Disk Model Available 

With 20Mb 2T Hard Disk Drive 

SmartCardSlot 

Built-in as standard 

Trapdoor Slot 

For optional plug-in Chip RAM and 
battery backed clock 

2 x Joystick/Mouse Ports 

Easy access - located on right side 
of A600, in front of disk drive 

Composite Video Output 

Full colour composite video output 
for connection to most monitors 

1 Year On-site Warranty 


in 

best 


Silica 

announce a 
NEW LOW PRICE 
of £299 for the Amiga 
600, a huge saving of £100 off 
the previous RRP of £399! With its 
modern compact wedge shape design and 
the employment of the latest advancements 
Amiga technology, it represents the very 
investment for home computing. It has all the 
power of a first class games console with a full 
range of entertainment software available, as 
well as being a true home computer, with 
business and education software and an 
extensive range of peripherals and accessories. 

The Amiga 600 uses state-of-the-art surface mount 
technology, for maximum reliability and features a 3'A” floppy 
disk drive, mouse, TV modulator and smart card slot all as standard. The innovative smart card 
slot accepts games, ROM or RAM cards (from 1Mb up to 4Mb) and will take advantage of many 
future new developments. The very latest version of the operating system, Kickstart/Workbench 
v2.05 is used in the Amiga 600 and its enhanced chip set facilities include improved graphics 
resolution, increased genlock support and the facility for up to 2Mb of chip memory. The Amiga 600 
is fully compatible with the A670 CD-ROM Drive and Interface which will give it access to a full 
range of CDTV titles and audio CDs.The Amiga 600 is available from Silica in several 
configurations (see below) including a specially upgraded 2Mb RAM version. 



FREE GIFTS 

FROM SILICA 
SEE PANEL TO LEFT 


AMITEK 
RAM BOARDS 



Upgradable RAM board 
available with OK, 512k 
and 1Mb of RAM. Built-in 
battery backed clock. 
Plugs straight into the 
Amiga A600 trapdoor. No 
soldering required - 2 year 
guarantee. 


SLIMLINE 
DISK DRIVE 



19mm Super Slimline 
colour co-ordinated 314", 
1Mb, double sided disk 
drive. Draws power from 
the Amiga and includes 
thru-port for connection of 
additional drives. 1 year 
replacement guarantee. 


RAM 

UPGRADES 



CODE 

DESCRIPTION 

RRP 

SILICA 

PRICE 

RAM 0600 

AMITEK - OK Populated - A600 

£29.95 

£27.95 

RAM 0605 

AMITEK - 512k Populated - A600 

£44.95 

£39.95 

RAM 0610 

AMITEK - 1Mb Populated - A600 

£60.00 

£50.00 

RAM 0560 

CBM 512k Board -A600 

£24.99 

£22.99 

RAM 0501 

CBM - 512k Board - A500 

£99.99 

£49.99 

RAM 0505 

512k Board - No Clock - A500 

£24.95 

£19.95 

RAM 0510 

512k Board - Inc Clock - A500 

£29.99 

£24.95 

EXTERNAL DISK DRIVES 

DRI 0555 

SLIMLINE - 3J4" 1Mb - Ivory Colour 

£79.00 

£54.95 

DRI 2956 

ROCLITE - 3)4" 1Mb - Ivory Colour 

£69.95 

£64.95 

CCA 6011 

ROCLITE - 3/4" 1 Mb - Black Colour 

£69.95 

£64.95 

PRIN1 

TERS 

PRI 3700 

CBM MPS 1270 Ink Jet Printer 

£149.99 

£129.00 

PRI 3230 

CBM MPS 1230 9 Pin Dot Matrix 

£169.99 

£139.00 


COLOUR MONITORS 


MON 6144 

GOLDSTAR TV/Monitor inc. cable 

£199.95 

£179.95 

MON 4184 

CBM 1084S Monitor inc. cable 

£299.99 

£249.95 


ROM UPGRADE 

| UPG 1100 1 ICD Kickback K’bd ROM Swapper | £24,95 | £19.95] 


^^■500 

STANDALONE 



NEW! 

FROM SILICA 




Mb 


RAM OPTION 

WITH CLOCK 

(BATTERY BACKED) 


FIGURATION OPTIONS 

0Mb Hard Drive 

20Mb Hard Drive 'j 

1Mb RAM 

2Mb RAM 

1Mb RAM 

2Mb RAM 

(• iMb AMIGA 600 + MOUSE 

£299.99 

£299.99 

£299.99 

£299.99 

• 1Mb RAM UPGRADE 

N/A 

£60.00 

N/A 

£60.00 

• 20Mb HARD DISK 

N/A 

N/A 

£299.00 

£299.00 

• DELUXE PAINT III 

£79.99 

£79.99 

- 

- 

• ‘MYSTERY’ GAME 

VARIABLE 

VARIABLE 

- 

- 

• 1 YEAR ON-SITE WARRANTY 

/ 

/ 

/ 

✓ 

PLUS! - FREE FROM SILICA 

• PHOTON PAINT v2.0 

£89.95 

£89.95 

£89.95 

£89.95 

• ARCADE ACTION GAMES PACK 

£229.78 

£229.78 

£229.78 

£229.78 

• GFA BASIC INTERPRETER v3.5 

£50.00 

£50.00 

£50.00 

£50.00 

TOTAL PACK VALUE: 

£749.71 

£809.71 

£968.72 

£1028.72 

LESS PACK SAVING: 

£450.71 

£460.71 

£519.72 

£529.72 

SILICA PRICE: 

£299 

£349 

£449 

£499 

* 


HARDWARE 

• 512k AMIGA 500 COMPUTER 

Inc. 1Mb 3J4" Disk Drive, Mouse 
Controller, Power Supply, 

Workbench 1 .3 & Manuals 

• 51 2k RAM EXPANSION TO 1 M b RAM . 

• A520 TV MODULATOR 

PLUS! - FREE FROM SILICA 

• PHOTON PAINT V2.0 £89.95 

• ARCADE ACTION PACK £229.78 

• GFA BASIC £50.00 


£299.99 


£24.95 

FREE 


TOTAL PACK VALUE: £694.67 

LESS PACK SAVING: £395.67 

SILICA PRICE: £299.00 


ORIGINAL 

AMIGA 500 

WITH BUILT-IN 
18-KEY NUMERIC KEYPAD 


£299 

l INC VAT -Ref: AMC 0510 ) 


VCDTV 

J INTERACTIVE 
MULTIMEDIA 
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VvIHrU I Cn wYwICPfl 

SAVE £ 200/ 


UPGRADE YOUR AMIGA 500 FOR ONLY £399 


We are pleased to announce a very special trade-in offer to 
Amiga 500 owners who are keen to take advantage of the extra 
benefits offered by Commodore’s multimedia innovation, the CDTV. 

Amiga owners who return their working Amiga 500 computer (with 
Kickstart VI .2 or 1 .3), mouse, power supply and manual to Silica, can 
claim a £200 discount off the price of the new Amiga CDTV Computer 
System. This new system (normal RRP £599) is fully compatible with 
all Amiga software. In addition, it provides access to a vast range of 
CDTV titles. CDTV works much like a standard Amiga 500 or 600 but 
has many additional features including a compact disc drive that can 
hold up to 550 megabytes of information per disc as well as play 
audio discs to a very high quality. CDTV comes supplied with the 
latest infra-red remote control handset, giving you full control of your 
system from the comfort of your armchair. 


TRADE-IN OFFER 


CDTV SYSTEM £599 

AMIGA 500 TRADE IN.. -£200 


SAVE } 

£200 



YOU PAY £399 


£399 

„ INC VAT - Ref: AMC 1250 I 


FEATURES INCLUDE: 

• Full Compatibility With Existing A500 
Software 

• 1Mb Chip RAM 

• CDTV Player 

• Plays Audio CDs & 

CD + Graphics Discs 

• Full QWERTY Keyboard 

• Built-in Monitor; Serial & Parallel Ports 
as on the A500 

• 880K 3/f Disk Drive 

• Mouse Controller 

• Infra-Red Remote Control 

• Workbench 1.3 & Manuals 

• Welcome CD + Caddy 


ALL PRICES INCLUDE VAT - DELIVERY IS FREE OF CHARGE IN THE UK MAINLAND 


SILICA SYSTEMS OFFER Y 



• FREE OVERNIGHT DELIVERY: On all hardware orders shipped in the UK mainland. 

• TECHNICAL SUPPORT HELPLINE: Team of technical experts at your service. 

• PRICE MATCH: We normally match competitors on a “Same product - Same price” basis. 

• ESTABLISHED 14 YEARS: Proven track record in professional computer sales. 

• £12 MILLION TURNOVER (with 60 staff): Solid, reliable and profitable. 

• BUSINESS + EDUCATION + GOVERNMENT: Volume discounts available 081-308 0888. 

• SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches. 

• THE FULL STOCK RANGE: All of your requirements from one supplier. 

• FREE CATALOGUES: Will be mailed to you with offers + software and peripheral details. 

• PA YMENT Major credit cards, cash, cheque or monthly terms. 

Before you decide when to buy your new Amiga computer, we suggest you think very carefully about 
WHERE you buy it. Consider what it will be like a few months after buying your Amiga, when you may 
require additional peripherals or software, or help and advice with your new purchase. And, will the 
company you buy from contact you with details of new products? At Silica Systems, we ensure that you 
will have nothing to worry about. We have been established for almost 14 years and, with our unrivalled 
experience and expertise, we can now claim to meet our customers’ requirements with an understanding 
which is second to none. But don’t just take our word for it. Complete and return the coupon now for our 
latest FREE literature and begin to experience the “Silica Systems Service”. 


MAIL ORDER: 

Order Lines Open: 


1-4 The Mews, Hatherley Rd, Sidcup, Kent, DA14 4DX Tel: 081-309 11lA 

Mon-Sat 9.00am-6.00pm No Late Night Opening Fax No: 081-308 0608 


LONDON SHOP: 

Opening Hours: 


52 Tottenham Court Road, London, W1P OBA Tel: 071-580 4000 

Mon-Sat 9.30am-6.00pm No Late Night Opening Fax No: 071-323 4737 


LONDON SHOP: 

Opening Hours: 


Selfridges ( 1 st Floor), Oxford Street, London, W1A 1AB Tel: 071-629 1234 

Mon-Sat 9.30am-6.00pm Late Night: Thursday until 8pm Extension: 3914 


SIDCUP SHOP: 

Opening Hours: 


1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI 4 4DX Tel: 081-302 8811 

Mon-Sat 9.00am-5.30pm Late Night: Friday until 7pm Fax No: 081-309 0017 



MAIL ORDER HOTLINE 

081-309 111 


MCA 
SYSTEMS 





To: Silica Systems, ZAP64-1 092-80, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI 4 4DX 




PLEASE SEND A 64 PAGE AMIGA COLOUR CATALOGUE 


Mr/Mrs/Miss/Ms: Initials: Surname: 

Company Name (if applicable): 

Address: 


Postcode: 

Tel (Home): Tel (Work): 

Which computer(s), if any, do you own? 80D^ 

E&OE - Advertised prices and specifications may change - Please return the coupon for the latest information. 















boulders, slippery 

oil and water pools. Long-term 


speed thrills with superfast 3-D, 
complete with hills and up to six 
other cars on screen. 


a World Championship 


KING only usually 
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LOOKING 


If solo games are fun, two- 
player ones are incredible. The 
split-screen view enables such 
dubious tactics as slamming on 
the brakes in front of your opponent to bump him 
to a halt. Both drivers push each other to the limit, 
weaving around computer cars, scraping corner 
kerbs and even gambling on shorter refuelling 
stops in the pits. 

A fascinating twist is that one of the players 
must finish in the top ten, so both qualify for the 
next circuit. Three skill levels comprise a total of 
32 tracks, the harder ones strewn with rocks, 


LOTUS ESPRIT 

TURBO 

CHALLENGE 


Gremlin, GBH 

T his superlative conversion of the now- 
legendary Amiga game retains all the high- 


STUNT CAR RACER 


MfcroStyle, The Hit Squad 
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efinitely not a standard 
race game, this Geoff 
Crammond masterpiece proves 
you can do fast 3-D on the 64. 
The graphics are stunning, with 
the undulating tracks giving a 
convincing rollercoaster thrill. 
Your souped-up car can do 
0-60 mph in two seconds, and 
it feels like it! 

Most spectacular are the 
huge jumps — especially on 
the track called The Big Ramp, 
where you need maximum 
speed to make it over. Falling 
into a gap or over the side is 
easily done, causing severe 
damage to your car and loss of 
valuable time as you race a 
computer opponent. 

A drivers championship adds 
long-term challenge. There are 
four divisions of three drivers: 
win and you’re promoted for the 
next season. The award of a 
point for the fastest lap during 
each race makes you keep 
your foot down. 

Stunt Car Racer is 
compulsive, superbly presented 
(with practice and save options) 
and perfectly implemented. 


T he BIG BPfiP 
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POWER DRIFT 
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A division. The hit Squad 

M ore of an arcade experience than an 
authentic racer, Power Drift is hellishly 
playable. Chris Butler’s conversion of the Sega 
coin-op is a major technical achievement. The 
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car, the girlie switching cars, and the rock band playing. The unfortunate consequence on the tape version 
is a truly hefty multiload. 

Nevertheless, the racing action is compulsive, if ultimately repetitive. You really need to put your 
foot down to reach the checkpoints in time, m gg rf m m M\ 

swerving around other vehicles and obstacles HI j / 

such as logs, oil and barricades. Using the 9 / 

limited turbo power efficiently adds a tactical f ) f ( ] 

angle — as does the ability to upgrade your car. V 


ir is^s mww ms 

CBS, Ki xx 

emember good ol’ Stu, ex-Ed of ZZAP!? Well, 
this was his all-time fave game. It’s a classic 
head-to-head, two-player racer with a split-screen 
view. 

Although you can compete solo, ‘life can be 
terribly tame, if you don’t play the game with two.’ 
Like Lotus, this is where the game comes into its 
own with both drivers pushing each other to the 
limit. 

The main hazard is tyre wear, indicated by the 
changing colour of a strip on each wheel. Damage 
is worsened by collisions with other cars and the 
side of the road. If it gets too much, the tyre 
explodes and you spin off, out of the race. This 
fact results in some really aggressive driving as 
the players try to bump into each other’s most 
vulnerable tyre! 

It’s all slightly ironic as my Metro suffered from 
badly worn tyres due to wrongly aligned steering 
tracking, resulting from a speedy encounter with 
the kerb while Stu was a petrified passenger! 




Elecfrofftic Arts 

I n this highly sophisticated simulation of Formula 
One, you can adjust every aspect of your car’s 
set-up. Aerodynamics are tested in the wind 
tunnel; engine, turbocharger, etc, monitored in the 
dyno room. You even have your own test track, 
Fiorano, with split times given from 45 sensors. 

Each of 16 Grand Prix races is totally authentic 
with the proper number of warm-up and qualifying 
sessions (race length can be altered up to the 

— maximum 200 

miles!). Every 
circuit has a 
paddock area 
with icons for 
race control, 
garage (to 
install a new 
engine) and 
pits (change 
tyres, alter 
settings). 

The race 

> ]|l \ ^ \ / action is the 

mmM « ^ JJ / I least 
MMjSKjW § pF >4 / f) impressive 

y I / ^ J aspect with 

fairly sluggish 
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undulating road movement is incredibly smooth 
with huge (and detailed) side graphics whizzing 
past at an alarming rate. 

It’s not exactly realistic — nor is the simple 
control of your car — but a real rollercoaster ride 
as you roar round bends and jump up ramps. Your 
4x4 looks great, the driver even giving the 
notorious ‘finger salute’ upon passing one of 
eleven computer cars! 

A total of 25 terrifically tortuous tracks, all 
contained in a single load, ensures a strong 
challenge to prolong the instant compulsion. 


his incredibly compulsive coin-op 
conversion has you racing round five 
separate tracks: complete one and the game 
ends — all you get is a high score. 

Thus, as well as getting round within the time 
limit, there’s a strong incentive to collect bonus 
points. These come mainly in the form of flags 
(collected in a set order for a bonus). Driving 
through gates earns points or extra time, and 
you can even hit a football to score more! 

To make it more interesting, the tracks 
feature narrow bridges, steep banks and 
tunnels. A useful trick is to hit a small ramp, 
sending your buggy sidewards onto two 
wheels to get through narrow gaps, while 
driving over logs sends the buggy high into the 
air to clear trees and boulders. It sure adds up 
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Firebird 

© eoff Crammond’s commendable attempt at super-authentic driving features an 
accurately low cockpit view. This enhances the feeling of being there, along 
with the difficulty of controlling your Formula 3 car. It takes a lot of practice to corner 
without skidding. Indeed, some may find control too fiddly. 

In the original game, it's via keys alone or with an analogue joystick or paddle. 

The upgraded Revs Plus allows the use of a standard digital joystick, plus 
computer-aided steering. 

Racing takes place on six real-life circuits. As it’s difficult just to get round the 
track, overtaking computer cars r —y ^ 

requires Mansell-standard (oh A -f 3 

footsteps! 






















scauxtric 

Leisure Genius 

T he major innovation here, unsurprisingly, 
is the easy-to-use track designer. With 
16 types of straights, curves and chicanes, 
you can assemble some really neat circuits. 

The two-player, split-screen racing is very 
similar to Pitstop II but not as enjoyable. 
Unlike that game, colliding with kerbs 
causes minimal damage, only slowing you 
down. The 3-D isn’t as convincing either, 
though sound’s not bad with some meaty 
engine noises. Any link with the Scatextric 
licence is very tenuous, as this is nothing 
like slot-car racing. 


GRAND PRIX 
CIRCUIT 

Accolade 

T his is nowhere near as sophisticated 
as Ferrari Formula One . but features 
more exciting racing and a low cockpit 
view from any of three Formula One 
cars: Williams, Ferrari and McLaren. 

Once again, the engine sound is of 
the buzzing variety — otherwise 
the action is realistic with 
smooth 3-D and well-drawn 
cars. The Driving Championship 
takes place over eight 
international tracks. 


You can also compete in a single race 
or use the practice mode to get to grips 
with the car, though it handles fairly 
easily anyway, tn fact, it uses the same 
steering system as the Test Drive 
games, with a little blue dot on the 
steering wheel indicating (and enabling) 
subtle drifting to either side. 

As with Turbo Out Run, the main 
problem on the tape version is a Grand- 










3-D (though the other cars look nice) and a 
buzzing engine noise. Nevertheless, the car 
handles fairly realistically and efficient cornering 
takes a while to master. 

If you’re looking for an arcade driving game this 
definitely isn’t it. Only true motor-racing fans will 
appreciate its detail. 
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Accolade 

ike Turbo Out Run, this is a driving duel 

between a Ferrari F40 and Porsche 959 (or 
five other famous sports cars with the optional 
Supercars data disk). 

Racing against the clock or a computer- 
controlled opponent takes place on real roads, 
complete with traffic — watch out for oncoming 
juggernauts when overtaking! Crashing into solid 
objects or over cliffs removes a life and incurs a 
time penalty. As does getting caught for speeding 
— it’s just as well you’re equipped with a police- 
radar detector! 

It all plays very well, especially in ‘duelling’ 
mode. You’ll often see your opponent zoom past, 
then catch up with his wrecked car a few hundred 
yards down the road. Outrunning a police car is 
even more fun! 

Graphics are effective with some well-drawn 
cars, but a bland colour scheme. A bigger 
problem is the way oncoming vehicles appear 
very suddenly, giving little chance of evasion. 
Otherwise it’s playable stuff, and a thrill driving 
those supercars. 


WACO 




US Gold, Kixx 

I reckon Ian was a tad harsh on this one last ish. 

It’s not brilliant, but still a reasonable and 
playable conversion of the coin-op. The 
presentation is certainly slick — I especially like 
the bikini-girl loading screen! A neat multiload 
loads all four tracks in one, once you’ve selected 
your transmission (Automatic, 4-Gear or 7-Gear). 

A qualifying lap determines your position on the 
starting grid. Races are highly competitive: you 
must pass enough cars to reach the ever- 
decreasing qualifying position limit. However, 
watch your rear mirror (nice graphic) for other 
drivers — defensive weaving is needed to stop 
them passing. 

As Ian noted, the high viewpoint is unrealistic, 
but the 3-D is fast — not surprising as it was 
developed from the same source code as Turbo 
Out Run. The main fault, though, is the lack of 
challenge, and the long periods with little to 
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s long as you’re not expecting a perfect 
conversion of the stereoscopic 3-D coin-op, 
this ain’t a bad little motor, John. 

As in Super Monaco, you have to pass enough 
cars to achieve the qualifying rank. There are also 
checkpoints which must be reached in time. 
Smashing into another car results in smoke 

r engine — wait too long before 
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visiting the pits and it explodes. 

As an arcade game it plays fairly well, though 
it’s a bit on the easy side. Realism is lacking, as 
there’s no need to slow down at all to get round 
most corners. So it’s full throttle all the way in a 
simple but enjoyable driving game. 
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PO BOX 888, 

WOLVERHAMPTON WV1 1TP 
Tel: 0902 25304. Fax: 0902 712751 


CALL US ON: 24 HOUR CREDIT CARD HOTLINE 0902 25304 


BUDGET 


2 PLAYER SOCCER SQUAD 3.99 

2 PLAYER SUPER LEAGUE SOCCER 3.99 

3D POOL 3.99 

3D SNOOKER 3.99 

3D STOCK CARS 2 3.99 

3D TENNIS 3.99 

4 MOST SPORT (SOCCER BOSS ETC) 2.99 

4 MOST WARZONE (ARMY MOVES 19 ETC) 3.99 

1943, STREETFIGHTER & B.COMMANDO 4.99 

APB 3 99 

ACTioN 

AFTERBURNER 3.99 

AIRBORNE RANGER 3.99 

ALTERED BEAST 3.99 

AMERICAN 3D POOL . 3.99 

ARKANOID 1 OR 2 3.99 

ARMALYTE 3.99 

ARNIE 3.99 

BADLANDS NEW 3.99 

BANGERS AND MASH NEW 3.99 

BARBARIAN 2.99 

BARBARIAN 2 3.99 

BATMAN THE CAPED CRUSADER 3.99 

BATMAN THE MOVIE 3.99 

BATTLECHESS (DISC) 7.99 

BEACHHEAD 1 &2 & RAID MOSCOW 4.99 

BIFF 3.99 

BIGNOSE AMERICAN ADVENTURE 3.99 

BLUE BARON NEW 3.99 

BOXING MANAGER 3.99 

BUBBLE BOBBLE 3.99 

BUBBLE DIZZY 3.99 

CJ IN THE USA 3.99 

PARAI 1 QQ 

californiagames”'”I"!!!”!””!^!”!!””””I’!!^I'"^3’9^ 

CHAMPIONSHIP GOLF 3.99 

CHAMPIONSHIP WRESTLING 3.99 

CHASE HQ 3.99 

CHUCKIE EGG 1 OR 2 3.99 

COLLOSSUS CHESS 4 3.99 

COLOSSUS CHESS 4 (DISC) 4.99 

COMMANDO 2.99 

CONTINENTAL CIRCUS 3.99 

COUNTY CRICKET 3.99 

CRACKDOWN 3.99 

CRICKET CAPTAIN 3.99 

CUP FOOTBALL 3.99 

DALEY THOMPSON'S DECATHLON 3.99 

DALEY THOMPSONS OLYMPIC CHALL 3.99 

DELTA 3 99 

DEVASTATING BLOW BOXiNG 

DIZZY DOWN THE RAPIDS 3.99 

DJ PUFFS VOLCANIC CAPERS 3.99 

DOUBLE DRAGON 1 OR 2 3.99 

DRAGON NINJA 3.99 

DRAGONS OF FLAME 3.99 

EDD THE DUCK 3.99 

EMLYN HUGHES INT FOOTBALL 3.99 

EMPIRE STRIKES BACK 3.99 

ESCAPE PLANET ROBOT MONSTERS 3.99 

FI TORNADO. 3.99 

FI 6 COMBAT PILOT 3.99 

FI 6 COMBAT PILOT (DISC) 7.99 

FANTASY WORLD DIZZY 3.99 

FANTASY WORLD DIZZY (DISC) 6.99 

FERRARI FORMULA ONE 3.99 

FIGHTER PILOT 2.99 

FIREMAN SAM : 3.99 

FIRST PAST THE POST 3.99 

FOOTBALL DIRECTOR 3.99 

FOOTBALLER OF THE YEAR 2 3.99 

FRANKENSTEIN NEW 3.99 

FRUIT MACHINE SIM 2 I 3.99 

GALDRAGONS DOMAIN 2.99 

GAMES SUMMER EDITION 3.99 

GAMES WINTER EDITION 3.99 

GARY LINEKERS HOTSHOTS 3.99 

GAUNTLET 1 & 2 + DEEPER DUNGEONS 4.99 

GHOSTBUSTERS 2 3.99 

GHOULS AND GHOSTS 3.99 

GOLDEN AXE 3.99 

GRAEME SOUNESS SOCCER MANAGER 3.99 

GRAHAM GOOCH CRICKET 2.99 

GRID IRON 2 2.99 

GUNSHIP 3.99 

HARD DRIVIN 3.99 

HAWKEYE 3.99 

HEROES OF THE LANCE 3.99 

HOLLYWOOD POKER 1.99 

HOSTAGES 3.99 

HUNT FOR RED OCTOBER 3.99 

HUNT FOR RED OCTOBER (DISC) 3.99 

ipc HOTKEY 9 QQ 

INDIANA JONES LAST CRUSADe"!..""...""!."!.."!!!!!..".”..3!99 

INTERNATIONAL ICE HOCKEY 3.99 

INTERNATIONAL KARATE + 3.99 

INTERNATIONAL NINJA RABBITS 3.99 

INTERNATIONAL SOCCER 3.99 

ITALIA 1990 3.99 

JACK NICKLAUS GOLF NEW 3.99 

JIMMY'S SOCCER MANAGER 3.99 

JOCKY WILSONS COMPENDIUM DARTS 3.99 

KENNY DALGLISH SOCCER MANAGER 2.99 


KICKBOXING 2.99 

KICKOFF 3.99 

LAST NINJA 2 3.99 

LEAGUE FOOTBALL 3.99 

LOTUS ESPRIT 3.99 

MAN. UTD 3.99 

MAN. UTD. (DISC) 5.99 

THE MATCH 3.99 

MATCHDAY 2 3.99 

MICROPROSE SOCCER 3.99 

MIDNIGHT RESISTANCE 3.99 

MINI OFFICE 2.99 

MONTY ON THE RUN, AUF WIEDERSEHEN MONTY & 

JACK THE NIPPER 2 (MM5) 4.99 

MONTY PYTHON 3.99 

MOONWALKER 3.99 

MOTORCYCLE 500 3.99 

MULTI PLAYER SOCCER MANAGER 3.99 

MURRAY MOUSE SUPER COP 3.99 

MYTH 3.99 

NARCO POLICE 3.99 

THE NATIONAL 3.99 

NAVY MOVES 3.99 

NEW ZEALAND STORY 3.99 

NINJA WARRIOR 3.99 

ON THE BENCH 3.99 

OPERATION THUNDERBOLT 3.99 

OPERATION WOLF 3.99 

OUTRUN 3.99 

PAPERBOY 2.99 

PEGASUS BRIDGE (WAR GAME) 3.99 

PITSTOP 2 2.99 

POPEYE2 2.99 

POSTMAN PAT 1 OR 2 2.99 

POWERDRIFT 3.99 

PRO TENNIS TOUR 3.99 

PROFESSIONAL FOOTBALLER 3.99 

PUB GAMES 2.99 

PUFFY'S SAGA 3.99 

PUZZNIK 3.99 

Q-10TANK BUSTER 3.99 

QUATTRO ADVENTURE (DIZZY ETC) 3.99 

QUATTRO CARTOON (LITTLE PUFF ETC) 3.99 

QUATTRO COIN OPS (FAST FOOD ETC) 3.99 

R-TYPE 3.99 

RAINBOW ISLANDS 3.99 

RICK DANGEROUS 3.99 

ROADBLASTERS 2.99 

ROAD RUNNER WILE COYOTE 3.99 

ROBOCOP 3.99 

ROCK STAR ATE MY HAMSTER 3.99 

RUGBY COACH (D&H) 3.99 

RUNNING MAN . 3.99 

SAM FOX 2.99 

SHADOW WARRIORS 3.99 

SHINOBI 3.99 

SHOOT EM UP CONSTRUCTION KIT 4.99 

SILENT SERVICE 3.99 

SNOOKER MANAGEMENT 3.99 

SOCCER RIVALS 3.99 

SPIKE IN TRANSYLVANIA 3.99 

ST DRAGON 3.99 

STEG 3.99 

STEIGAR 3.99 

STEVE DAVIS SNOOKER 2.99 

STRIDER 3.99 

STRIKER 3.99 

STRIKER MANAGER 3.99 

SRIP POKER 1 OR 2 2.99 

STRYKER IN THE CRYPT OF TROGAN 3.99 

STUN RUNNER 3.99 

STUNT CAR RACER 3.99 

SUMMER CAMP 3.99 

SUMMER GAMES 2.99 

SUPER CARS 3.99 

SUPER OFF ROAD RACER 3.99 

SUPER SEYMOUR 3.99 

SWITCHBLADE 3.99 

TARGET RENEGADE 3.99 

TESTMASTER CRICKET 3.99 

THOMAS THE TANK ENGINE 2.99 

TRACKSUIT MANAGER 2.99 

TRAPDOOR 1&2 2.99 

TREASURE ISLAND DIZZY 3.99 

TREBLE CHAMPIONS 3.99 

TURBO OUTRUN 3.99 

TURRICAN 1 OR 2 3.99 

ULTIMATE GOLF 4.99 

VENDETTA 3.99 

VIZ 4.99 

WACK RACES 3.99 

WACKY RACES (DISC) 5.99 

WEMBLEY GREYHOUNDS 3.99 

WINTER GAMES 2.99 

WONDERBOY 3.99 

WORLD CLASS LEADERBOARD, LEADERBOARD & 

TOURNAMENT 4.99 

WORLD CRICKET 3.99 

WORLD CUP 3.99 

X-DI IT Q QQ 

YESPRiMEMiNi^R!!!!!!!!I!II!II!!!I!II!!I!2!99 

YOGI AND THE GREED MONSTER 2.99 

YOGI BEARS GREAT ESCAPE 2.99 


NEW BACK CATALOGUE 


CHASE HQ (DISC). 


3.99 

CYBERWORLD 

....NEW 

2.99 

DARKMAN 


3.99 

HERO QUEST 


3.99 

KENTUCKY RACING 


2.99 

MAN UTD EUROPE/J KHAN 



SQUASH 

....NEW 

3.99 

PIPEMANIA 


2.99 


PITFIGHTER 

NEW 

3.99 

QUARTERBACK(JOHN ELWAYS) NEW 

2.99 

RODLANDS/ 



DOUBLE DRAGON 3 

NEW 

4.99 

SKOOLDAZE 

NEW 

2.99 

SUPREMACY 

NEW 

4.99 

WINTERCAMP 

NEW 

4.99 

YES P.M 

NEW 

2.99 


COMPILATIONS 


CBM 64 FULL PRICE 



CASSDISC 

3D CONSTRUCTION KIT. 

17.9917.99 

ADDAMS FAMILY 

7.9910.99 

ALIEN STORM 

8.9911.99 

BEAVERS 

..NEW.7.99 10.99 

BLUES BROS 

7.9910.99 

BONANZA BROS 

8.9911.99 

BRIDES OF DRACULA 

7.9910.99 

BUDOKAN 

7.9910.99 

CATALYPSE 

..NEW.7.99 10.99 

CHUCK ROCK 

..NEW.7.99 10.99 

COLLOSSUS BRIDGE 4.. 

8.9910.99 

COOL CROC TWINS 

..NEW.7.99 ...N/A 

COVER GIRL POKER 

8.9910.99 

CREATUES 2 

8.9910.99 

DIE HARD 2 

7.9910.99 

DYNABLASTERS 

..NEW .8.99 11.99 

ELVIRA ARCADE 

7.9910.99 

EXILE 

8.9910.99 

FINAL BLOW 

8.99 ...N/A 

FINAL FIGHT 

8.9911.99 

FUN SCHOOL 3 (U5 OR5-7 OR7+)9.9912.99 

FUN SCHOOL 4 (U5 OR5-7 OR7+)9.9912.99 

G-LOC 

..NEW .8.99 ...N/A 

GATEWAY FRONTIER 

N/A 17.99 

GRAND PRIX (D&H) 

7.99 ...N/A 

HERO QUEST + DATA DISC 8.99 ...N/A 

HUDSON HAWK 

7.9910.99 

INDY HEAT 

8.9910.99 

INT. SPORTS CHALLENGE 7.99 ...N/A 

LAST NINJA 3 

9.9913.99 

LIVERPOOL 

..NEW.7.99 10.99 

MATCH OF THE DAY 

..NEW.7.99 ...N/A 

MILLENIUM WARRIORS.. 

..NEW.7.99 ...N/A 

NORTH AND SOUTH 

8.99 ...N/A 

OUTRUN EUROPA 

8.9911.99 

OVER THE NET 

7.9910.99 

PARASOL STARS 

..NEW.7.99 10.99 

PITFIGHTER 

7.9910.99 

ROBIN SMITHS INT. 


CRICKET 

7.99 ...N/A 

R0B0C0D 

8.99 ...N/A 

RODLAND 

8.9911.99 

RUBICON 

7.9910.99 

RUGBY WORLD CUP 

7.9910.99 

SCRABBLE, MONOPOLY 


& CLUEDO 

13.99. ..N/A 

SHADOW DANCER 

8.9911.99 

SHOE PEOPLE 

7.9910.99 

SIM CITY 

N/A 13.99 

SIMPSONS 

7.9910.99 

SMAHTV 

7.9910.99 

SPACE CRUSADE 

7.9910.99 

SPACE GUN 

7.9910.99 

STEALTH FIGHTER 

10.9913.99 

SUPER SPACE INVADERS 7.9910.99 

TERMINATOR 2 

7.9910.99 

TOP WRESTLING 

..NEW.7.99 13.99 

TRIVIAL PURSUIT 

10.9913.99 

TURBOCHARGE 

8.9911.99 

ULTIMA 6 

N/A 17.99 

WINTER 


SUPERSPORTS 92 

7.9910.99 

WORLD OF SOCCER 

6.99 ...N/A 

WWF WRESTLEMANIA ... 

8.9910.99 

CBM 64 CARTRIDGE 


BADLANDS 

9.99 

BATTLE COMMAND 

14.99 

BEAST 

14.99 

CHASE HQ 2 

14.99 

CYBERBALL 

9.99 

NAVY SEALS 

14.99 

ROBOCOP 2 

14.99 

ROBOCOP 3 

14.99 

TOKI 

14.99 

VINDICATORS 

9.99 


ADDICTED TO SPORTS 
PRO TENNIS TOUR, RUN THE 
GAUNTLET & WORLD CUP 
ITALIA 1990 
CASS 10.99 

MEGA SPORTS 
SUMMER GAMES 1 & 2, 
WINTER GAMES, GAMES 
SUMMER & WINTER EDITION 
CASS 10.99 

QUATTRO MEGASTARS 
CJ f S ELEPHANT ANTICS, 
BIGFOOT, SKY HIGH 
STUNTMAN & LITTLE PUFF 
CASS 3.99 
• 

LINEKER COLLECTION 
GL SUPERSKILLS, GL 
HOTSHOTS, GL SUPERSTAR 
SOCCER & ITALIA 1 990 
CASS 7.99 DISC 1 0.99 

SOCCER 6 

TREBLE CHAMPIONS, 
EUROPEAN CHAMPIONS, 
WORLD SOCCER LEAGUE, EURO 
BOSS, WORLD CHAMPIONS A 
TREVOR BROOKING 
CASS 7.99 

4 MOST WORLD SPORTS 
GRID IRON 2, BASEBALL, UCHI 
MATA JUDO A BASKETBALL 
CASS 3.99 

4 MOST BALLS, BOOTS A 
BRAINS 

SOCCER CHALLENGE, THE 
DOUBLE, RUGBY BOSS A 
AUSTRALIAN RULES FOOTBALL 
CASS ONLY 3.99 

NINJA COLLECTION 
SHADOW WARRIOR, DOUBLE 
DRAGON A DRAGON NINJA 
CASS 7.99 

MAX PACK COMPILATION 
TURRICAN 2, ST DRAGON, 
SWIV A NIGHTSHIFT 
CASS 1 1 .99 DISC 1 3.99 

THE HITS 2 

CREATURES, SUMMER CAMP, 
SNARE, HEATSEEKER A 
RETROGRADE 
CASS 1 1.99 DISC 13.99 

CARTOON COLLECTION 
DIZZY, SLIGHTLY MAGIC, 
LITTLE PUFF, SEYMOUR GOES 
TO HOLLYWOOD, SPIKE IN 
TRANSYLVANIA A C.J*S 
ELEPHANT ANTICS 
CASS 7.99 


AIR/SEA SUPREMACY 
SILENT SERVICE. CARRIER 
COMMAND, GUNSHIP, P47 
THUNDERBOLT A FI 5 STRIKE 
EAGLE 

CASS 1 1.99 DISC 13.99 

BOARD GENIUS 
SCRABBLE DELUXE, DELUXE 
MONOPOLY, RISK A CLUEDO 
MASTER DETECTIVE 
CASS 11.99 
MOVIE PREMIER 
TEENAGE MUTANT HERO 
TURTLES, GREMLINS 2, BACK 
TO THE FUTURE 2 A DAYS OF 
THUNDER 

CASS 1 0.99 DISC 1 3.99 

ADDICTED TO FUN 
BUBBLE BOBBLE, RAINBOW 
ISLAND, A NEW ZEALAND 
STORY 

CASS 7.99 DISC 1 0.99 

MAGNIFICENT SEVEN 
WIZBALL, SHORT CIRCUIT, 
ARKANOID, HEAD OVER 
HEELS, GREAT ESCAPE, COBRA, 
FRANKIE GOES TO 
HOLLYWOOD A YIE AR KUNG 
FU 

CASS 5.50 

SUPREME CHALLENGE 
ELITE, TETRIS, STARGLIDER, 
SENTINEL A ACE 2 
CASS 5.50 

ITS TV SHOWTIME 
KRYPTON FACTOR, BULLSEYE, 
BOB'S FULL HOUSE A EVERY 
SECOND COUNTS 
CASS 7.99 

DIZZY COLLECTION 
DIZZY, FAST FOOD, FANTASY 
WORLD DIZZY, TREASURE 
ISLAND DIZZY, A 
MAGICLAND 
DIZZY 
CASS 7.99 

MEGA MIX 
OPERATION WOLF, 
BARBARIAN 2, DRAGON 
NINJA A THE REAL 
GHOSTBUSTERS 
DISC ONLY 5.50 

SPECIAL ACTION 
DRILLER, CAPTAIN BLOOD, 
THE VINDICATOR, SDI A 
DALEY THOMPSONS 
OLYMPICS 
CASS 5.50. 


ORDER FORM & MFORMAHON 

All orders sent FIRST CLASS subject to availability. Just fill in the coupon and send it to:- 

Software City, PO Box 888, Wolverhampton WV1 1TP. POSTAGE RATES - Please add 50p 
for orders under £5. Non UK/EEC countries add £1.00 per item. Non EEC countries add £4 per 
item. Paying by cheque - Cheques payable to Software City 
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Name of Game 

Computer 
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Wolverhampton, WV1 1TQ 













THE GREAT AMERICAN 
COUNTRY My A3 S3 Am 


Elite, Encore 

race across Europe, Supertrutf s most 

obvious novelty is the use of huge truck 
cabs, whose handling is realistically sluggish. I 
don’t know if that was intentional, but it doesn’t 
help the crude gameplay any. It’s just a case of 
dodge the other trucks and obstacles as you 
journey from city to city. Choosing your route 
using the road junctions doesn’t make it any 
better. 

ntfEtMl _j_ f T 


Activision 

Mphis Cannonball Run - style race across America has you competing against ten computer 
drivers. As it all takes place on real roads, hazards include police speed traps (detected by 
your radar), plus changing weather (snow, rain, fog), fuel consumption and a tight time limit. 

The game’s really showing its age (seven m 

years!) with a crude 3-D effect by modern n mtAf Kl wL 

standards. The action is similarly simplistic, A A # 

though it does include gear changing — a p ) / 

novelty at the time! 


US Gold r Kixx 

N owt like the legendary coin-op, this 
disappointing conversion lacks any road 
junctions. To avoid a multiload it’s divided into five 
separate routes instead. 

Sadly the action can’t make up for this 
omission. Your Ferrari handles badly, getting 
more sluggish when there’s a lot on screen. Not 
that the graphics are anything special, with a 
crude horizon and blocky roadside objects. Worse 
still, it’s too easy to complete the short stages, 
and interest soon runs out. 


POIE POSITION 


US Gold 

A h, those were the days... and this was the 
best C64 racer around when the first ever 
issue of ZZAP! hit the streets. Nowadays it can’t 
compete. The 3-D’s passable but the perspective 
is weird and the cars blocky. It’s a reasonable 
conversion of the ancient Atari coin-op, and so is 
limited to an optional number of laps around the 
single track. May be of interest to nostalgics. 


he title sounds exciting, and this one gets 
off to a good start with the usual superlative 
Epyx presentation. Best of all is the custom 
shop, where you buy spare parts and tyres to 
suit whichever of the four courses (two desert, 
one muddy and one icy) is selected. 

Engine parts are damaged during the rough 
racing, as you negotiate obstacles and even 
rivers. Stopping at checkpoints enables repairs 
and refuelling, but wastes precious time. 

As in Buggy Boy you can go up onto two 
wheels and roll, but make no mistake, this is a 
poor imitation. You hardly ever see a rival 
racer, the 3-D’s unconvincing and the courses 
all look much the same. About as much fun as 
beinq stuck in the mud. 


QMgQUr- L 


Electronic Arts 

N owhere near as 
polished as its 
successor, Test Drive 
features slow, jerky 3-D and 
a general lack of variety. All 
five sports cars available 
handle badly and are 
virtually indistinct in feel. 

The cassette version is 
killed by a lengthy multiload 
— you have to reload just to 
change cars! Get the 
infinitely superior sequel 
instead. 


Audiogenic 

ediocre in its day (over seven years ago!) 

and very dated now, this has you racing 
round oval circuits with only left-hand turns. Some 
of the ideas are good, like conserving fuel when 
slipstreaming another car, but any realism is 
ruined by flickery, jerky graphics. As in Days Of 
Thunder, overly aggressive opponents make for 
frustrating racing. 


DAYS OF 
THUNDER 


Mindscape 

T his licence of the Tom Cruise (Corky 

lookalike!??) film is a straight conversion of 
the Nintendo game. As such it’s fairly playable, 
in a crude sort of way. The Stock Car 
Championship racing takes place on oval 
tracks and thus soon gets repetitive. The only 
tactical aspect is the choice when to make pit 
stops for repairs and refuelling. 

Matters aren’t helped by a bland colour 
scheme and poorly defined cars — including 
yours, which is viewed from behind. Worse 
still, the computer cars’ only strategy is to head 
straight for you, trying to knock you off the 
track. Frustrating. 
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moves about as fast as Freescape. If this 
wasn’t bad enough, the steering is incredibly 
oversensitive, and collision detection appalling 
Pass the sick bag. 


MastertrenU 

his cheap motor could well have been sold by 
Arthur Daley. It all looked dated at the time, 
and that was six years ago! 

The simple 3-D is full of glitches, while the cars 
look like spaceships! Play is very simplistic and 
it’s very easy to complete all eight courses. The 
only highlight is a good Rob Hubbard title tune. 


Virgin, Tronix 

T he name may be long-winded, but the game 
certainly ain’t. This is Super Sprint , ’90s style. 
With dirt tracks full of bumps, craters, ramps, and 
pools of water, it’s a lot trickier — and a lot more 
fun. 

One of the main attractions is the multi-player 
racing. Up to three human drivers can compete, 
one using the keys. All compete for cash to 
improve their vehicles in the pre-race shop. Items 
include extra acceleration, higher top speed, 
better shock absorbers, tyres and nitro-boosts. 
The latter can be used to great effect on the 
straights, enabling you to catch someone way in 
front. 

What a magnificent conversion this is. It plays 
brilliantly, the presentation’s superslick, and it’s all 
packed into a single load! 


imageworks 

A strange scenario, concerning a race between 
police cars, can’t make this at all arresting 
(groan — Ed). The graphics are so blocky it’s like 
racing in Legoland, and the 3-D update so slow 
you feel you’re travelling backwards. About as hot 
as Antarctica. 
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Siren, | 

TOPFUEL 


US Gold 

I ’ve never understood the attraction of drag 
racing (apart from the spectacular crashes), 
and Topfuel Challenge hasn’t changed my 
mind. There’s a baffling amount of options to 
wade through, including those to customise 
your car, but the race section isn’t worth the 
effort. The 3-D is pathetic, sound limited to 
feeble engine noises, and more often than not, 
your engine explodes from over-revving. What 
a drag. 


nmwm 
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he sequel to ‘Iron Man', this isn’t as 
slickly programmed, but very 
playable. Racing takes place on 12 
tracks ranging from a simple tri-oval to 
tortuous street circuits. Though the game 
has a multiload, this is avoided via an 
option to just use the two tracks currently 
in memory. Another neat option is thex> 
choice of rotational or directional / 
controls. 

The action is standard Supersprint^r { 
style fare, apart from the inclusion of 
colour-coded pits. As in Lotus Esprit nt 
there’s a gambling element as you ' 


omerali 
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Tengen/Domark , The Hit Squad 

ne of the worst C64 games of all time, it 
never even appeared on full price. It’s an 
almost unrecognisable ‘conversion’ of the 
famous coin-op. An eye-straining blue and 
yellow colour scheme ‘decorates’ the 3-D which 


imagine , The Hit Squad 

N othing like the spin-around arcade 

machine, this chronic conversion suffers 
from jerky graphics and mind-numbingly 
boring action. Once again, the computer 
cars’ only tactic is to home in on you as you 
try to reach checkpoints within the time limit. 
Flippin’ awful. 












which way they’re facing. Which makes things even 
trickier when they slide all over the track. 
Nevertheless, there’s some fun to be had in two- 
player mode. 

<0 


fun to drive. It’s a bit tricky at first, but you have 
the choice between rotational and directional 
controls. 

A split-screen display permits two-player 
contests. In classic Supersprint style, wrenches 
can be collected to spend on add-ons after each 
race. Good fun. 


decide how long to stay in the pits for refuelling. A 
quicker pit crew can be bought, along with car 
improvements, in the pre-race shop. 

Despite its blatant lack of originality, Indy Heat 
is very compulsive, particularly with two players — 
shame it doesn’t allow three. 


flecfrfc Dreams 

T ake Supersprint, add a track designer, take 
away the playability, and this is what you get. 

Not only is is played at a pathetically plodding pace, 
it has some even worse bugs than its predecessor. 
Flaws like being placed on top of a bridge when you 
were going under it are simply inexcusable. The 
shoddy atmosphere is completed by poor graphics 
and sound. 


CodeMasters 

nother scrolling circuit, and yet more 
simultaneous two-player racing. Realism 
includes drifting outwards when cornering at 
speed and the need to refuel. This, along with a 
tight time limit, makes things tricky. As usual, 
there’s an opportunity to upgrade your car 
between races. Playable with some nice graphics 


Mastertronk Plus 

he most amusing thing about this one is that the 
instructions are for a different game! The 
fictional one sounds good with a choice of cars, 
track designer and weapons. However, the real 
game is repetitive rot, with deadly dull scrolling 
tracks. ^ 
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Electric Dreams, The Hit Squad 

kay, it looks primitive nowadays, but I 
still enjoy the odd bash on this old 
Atari coin-op conversion. 

For those unfamiliar with it (what planet 
are you from?), four tiny cars zoom around 
single-screen tracks. Jumps and oil patches 
make things trickier, while wrenches are 
collected to spend on car improvements. 

It still plays well with two players, despite 
horrendous bugs like the helicopter 
replacing your car in the wrong place, and 
the misjudging of finishing places. 


MAD 

Ok post-holocaust scenario has you driving the 
‘last V8’, which you built in your nuclear 
shelter! While looking for other survivors, some 
more ‘delayed’ nukes go off, so you have to return 
to base immediately. 

The odd, directional control method makes 
driving along the scrolling road very frustrating — 
especially as you have to go tremendously fast to 
beat a tight time limit. Even some reasonable 
graphics and a classy Rob Hubbard soundtrack 
can’t stop this from bombing. 


Tengen/Demark 

T his variation on the Supersprint theme has the 
cars armoured, and armed. But instead of 
enhancing playability, I feel this diminishes it by 
spoiling the racing aspect — after passing a human 
opponent, you often find yourself on the end of a 
missile! That’s if you can get past in the first place: 
overtaking is made difficult by the large size of the 
cars. 

Despite these flaws, and the dull graphics, it plays 
okay in two-player mode. I reckon it was harshly 
dealt with (41%) in the original review. 


A nother overhead scroller, this features a fun 
two-player mode. No split screen here — 
instead, every time a car is left behind by the 
scroll, it loses fuel before reappearing further on 
down the track. Run out gas and it’s game over. 
Extra fuel can be collected on the way, along with 
money to spend in the interlevel shop. New tyres, 
engines, bumpers and wings (not the flying kind!) 
are up for sale. 

Though solo games ultimately become 
repetitive, due to largely unchanging gameplay, 
two-player contests are a good laugh. 


Software Invasion 

his looked ancient enough on its debut five-and- 

a-half years ago. Abysmal graphics include jerky 
track scrolling and a pathetic backdrop. With no 
two-player option, the eight-car races are deadly 
dull, especially as they’re run at a snail’s pace. 
Things aren’t improved by a ‘damage’ screen 
appearing when you crash: you have to move a 
cursor to highlight car components and reduce their 
damage within a time limit. 


CodeMasters 

o bugs here, but the graphics are flippin’ awful 
— they make Supersprints look brilliant! As the 
cars are simple rectangles, it’s often hard to tell 


Players 

■Jed up with glamorous sports cars? Well, the 
■ karts in this overhead scroller are nippy and 
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R with Ian (for a change) in thinking 
as originally slightly underrated. It’s 
there's no two-player mode, but the 
scrolling, overhead-view action is 

iking is difficult enough to be 
b and the game benefits from the 
addition of dirty tactics. Side armour (to ram 
other cars) can be purchased in the pre-race 
shop, plus missiles, as well as the usual car 
improvements. Earn enough loot and you 
can even buy a new car. 
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FREE! FROM SILICA 



TENSTAR GAMES PACK 




When you buy your new Atari 520, 1040 or Mega 
ST-E computer from Silica Systems, we will give 
you an additional £324.75 worth of software FREE 
OF CHARGE, including some great entertainment 
and productivity programs. These free gifts will 
introduce you to the world of ST computing and 
help you to get off to a flying start with your new ST. 
Plus, with every ST and IT, we will give you 16 
nights holiday hotel accommodation for you and 
your family to enjoy a break at home or abroad. 

16 NIGHTS HOLIDAY 

HOTEL ACCOMMODATION 

Every Atari ST from Silica comes supplied with 
a free 72 page colour brochure with accom- 
modation vouchers. These entitle 2 people to 
stay up to a total of 16 nights in any of 250 
hotels with accommodation FREE. All you 
have to pay for are your meals (prices are 
listed in the brochure). 

WORTH 
NEARLY 


TENSTAR PACK: 

ASTERIX £24.99 

CHESS PLAYER 2150 £24.95 

DRIVIN’ FORCE £19.95 

LIVE AND LET DIE £19.99 

ONSLAUGHT £24.99 

PIPE MANIA £19.99 

RICK DANGEROUS £24.99 

ROCK ‘N’ ROLL £19.99 

SKWEEK £19.99 

TRIVIAL PURSUIT £19.95 

PRODUCTIVITY PACK: 

1st WORD £59.99 

Word processing package from GST 

SPELL IT £19.99 

Spelling checker to complement 1st Word 
ST BASIC £24.99 

Basic programming language with tutorial 

TOTAL VALUE: £324.75 



NEW! 
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FREE BROCHURE! 



520ST-E 
START PACK 

The perfect 
introduction to 
home computing 

PLUS! 

FREE GIFTS 
FROM SILICA 

(SEE PANEL ON LEFT) 


HARDWARE: 

520ST-E Computer £299.99 

8MHz 16-Bit 68000 CPU, 51 2K RAM, Mouse, 

TV Modulator, Internal PSU, 1Mb Floppy Disk Drive 

SOFTWARE - ARCADE CLASSICS: 

Missile Command - Shoot Em Up .. £9.99 
Crystal Castles - Platform Capers ... £9.99 
Super Break Out - Wall Demolition . £9.99 

Battle Zone - 3D Tank Battle £9.99 

SOFTWARE - PRODUCTIVITY: 

First Word - Word Processor £59.99 

Neochrome - Art Package £29.99 

ANI ST - Animation Package £29.95 

PLUS! FREE FROM SILICA: 

Silica Productivity Pack £104.97 

TenStar Games Pack £219.78 


RETURN THE COUPON FOR A 
FREE COLOUR ST BROCHURE 


520ST-E 

DISCOVERY XTRA 



HARDWARE: 

520ST-E COMPUTER 

8MHz 16-Bit 68000 CPU, 51 2K RAM. Mouse, 

TV Modulator, Internal PSU, 1Mb Drive 

SOFTWARE - ENTERTAINMENT: 

ESCAPE FROM ROBOT MONSTERS 

Fight to destroy the robot army 

FINAL FLIGHT 

Fast action beat-em-up game 

NINE LIVES 

Save Claudette from the mad scientist 

SIM CITY 

Take control of your own city 

SOFTWARE - PRODUCTIVITY: 

CONTROL ACCESSORIES 

V52 EMULATOR PROCESSOR 

ST TOUR GEM tutorial for the ST 

FIRST BASIC Basic programming language 
NEOCHROME Powerful drawing package ... 

PLUS! FREE FROM SILICA: 

Silica Productivity Pack 

TenStar Games Pack 


PLUS! 16 NIGHTS 
HOLIDAY ACC0MM 


Total Value: 
Less Pack Saving: 

SILICA PRICE: 


£299.99 

£19.99 

£25.99 

£24.99 

£29.95 


FREE 

FREE 

£4.99 

£49.99 

£49.99 

£104.97 

£219.78 

£830.63 

£551 .63 

£279.00 



Ref: STC6252 


1040ST-E 

FAMILY CURRICULUM 



HARDWARE: 

1040ST-E COMPUTER £399.99 

8MHz 16-Bit 68000 CPU, 1Mb RAM, Mouse, 

T V Modulator, Internal PSU, 1Mb Disk Drive 

SOFTWARE MODULES: 

PLAY AND LEARN £76.59 

Prof Plays a New Game with Words 
and Sentences 

JUNIOR SCHOOL LEAVER £58.54 

Answer Back/General Knowledge Quiz, 

Spelling and Primary Maths 

GCSE £55.54 

Micro Maths, French, and Geography Quiz 

BUSINESS £159.85 

ST Word, ST Base & ST Calc 

CREATIVE £134.97 

Hyper Paint II, Music Maker and First Basic 

PLUS! FREE FROM SILICA: 

Silica Productivity Pack £104.97 

TenStar Games Pack £219.78 

Total Value: £1210.23 
PLUS! 16 NIGHTS Less Pack Saving: £861 .23 
HOLIDAY ACC0MM SILICA PRICE: £349.60 



Ref: STC1250 


1 040ST-E 
MUSIC MASTER 



PLUS! 16 NIGHTS 
HOLIDAY ACCOMMODATION 


Total Value: £784.63 
Less Pack Saving: £525.63 

SILICA PRICE: £259.00 



The Music Master Pack features one of the most popular computers 
used by musicians combined with the renowned MIDI package PRO 
24 III to provide a perfect environment for novice and professional 
alike. The acclaimed MIDI Recording and Editing System from 
Steinberg, PRO 24 III is used by many top musicians including Dire 
Straits and PWL. Using any MIDI keyboard, PRO 24 offers the ability 
to write and compose music to a very high standard. You can record 
up to 24 tracks simultaneously, and then apply real time editing to 
remove mistakes. 

HARDWARE: 

1040ST-E COMPUTER £399.99 

8MHz 16-Bit 68000 CPU, 1Mb RAM, 

Mouse, TV Modulator. Internal PSU, 

1 Mb Disk Drive 

SOFTWARE: 

PRO 24 III £150.00 

PLUS! FREE FROM SILICA: 

Silica Productivity Pack £104.97 

TenStar Games Pack £219.78 

Total Value: £874.74 

Less Pack Saving: £525.74 

SILICA PRICE: £349.00 


PLUS! 16 NIGHTS 
HOLIDAY ACC0MM 



Ref: STC1261 


£349 


MEGA ST 

/ ■ 



16MHz 16-Bit 68000 
Prnrp^nr 

3/2" 1 ,44Mb Double Sided 
Disk Drive 

1/2/4Mb RAM Versions 
47Mb Hard Drive Versions 
Available 

4096 Colour Palette 
Stereo 8-Bit PCM Sound 
Output 

FREE Silica Productivity Pack 
FREE Tenstar Games Pack 
FREE 16 Nights Holiday Accom. 



r 

1Mb RAM 

2Mb RAM 

4Mb RAM 

fo 

yjm hd 

£586 

STC 8421 

— 

— 

47Mb HD 

— 

£985 

STC 8522 

£1097 

STC 8544^ 


ATARI TT 



MONfTOR OPTIONAL EXTRA J 


• 32MHz 32-Bit 68030 Processor 

• 314" 1 ,44Mb Double Sided 
Disk Drive 

• 2/4/8Mb RAM Versions 

• Stereo 8-Bit PCM Sound Output 

• 4096 Colour Palette 

• Built-in 68882 Maths 
Co-Processor 

• Up to 1280 x 960 Resolution 

• VME + SCSI Expansion Ports 

• Expandable to 36Mb RAM 

• Hard Drive Expansion Options 

• FREE 16 Nights Holiday Accom. 


’ 2Mb RAM 

4Mb RAM 

8Mb RAM 

£1169 

STC 8925 

£1462 

STC 8939 

£1874 

STC 8977 


ALL PRICES INCLUDE VAT - FREE OVERNIGHT COUJRIER DELIVERY IN THE UK MAINLAND 


SILICA SYSTEMS OFFER YOU 


• FREE OVERNIGHT DELIVERY: On all hardware orders shipped in the UK mainland. 

• TECHNICAL SUPPORT HELPLINE: Team of technical experts at your service. 

• PRICE MATCH: We normally match competitors on a “Same product - Same price” basis. 

• ESTABLISHED 12 YEARS: Proven track record in professional computer sales. 

• BUSINESS + EDUCATION + GOVERNMENT: Volume discounts available 081-308 0888. 

• SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches. 

• THE FULL STOCK RANGE: All of your requirements from one supplier. 

• FREE CATALOGUES: Will be mailed to you with offers and software/peripheral details. 

• PAYMENT: By cash, cheque and all major credit cards. 

Before you decide when to buy your new Atari STcomputer, we suggest you think very carefully about 
WHERE you buy it. Consider what it will be like a few months after buying your ST, when you may 
require additional peripherals and software, or help and advice with your new purchase. And, will the 
company you buy from contact you with details of new products? At Silica Systems, we ensure that you 
will have nothing to worry about. We have been established for over 12 years and, with our unrivalled 
experience and expertise, we can now claim to meet our customers’ requirements with an 
understanding which is second to none. But don’t just take our word for it. Complete and return the 
coupon now for our latest Free literature and begin to experience the “Silica Systems Service”. 


MAIL ORDER: 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI 4 4DX Tel: 081-309 111 A 

Order Lines Open: Mon-Sat 9.00am-6.00pm No Late Night Opening Fax No: 081-308 0608 

LONDON SHOP: 52 Tottenham Court Road, London, W1P OBA Tel: 071-580 4000 

Opening Hours: Mon-Sat 9.30am-6.00pm No Late Night Opening Fax No: 071-323 4737 


LONDON SHOP: 

Opening Hours: 


Selfridges ( 1 st Floor), Oxford Street, London, W1A 1AB Tel: 071-629 1234 

Mon-Sat 9.30am-6.00pm Late Night: Thursday until 8pm Extension: 3914 


SIDCUP SHOP: 

Opening Hours: 


1-4 The Mews, Hatherley Rd, Sidcup, Kent, 

Mon-Sat 9.00am-5.30pm Late Night: Friday until 7pm 


DAI 4 4DX Tel: 081-302 8811 

Fax No: 081-309 0017 




To: Silica Systems, ZAP64-1092-79, 1-4 The Mews, Hatherley Rd, Sidcup, Kent, DAI 4 4DX 


PLEASE SEND A BROCHURE ON THE ST RANGE 




Mr/Mrs/Miss/Ms: 


Address: 


Initials: Surname: 



mucA 

YSTEMS 


Postcode: 


Tel (Home): Tel (Work): 


$ 


Company Name (if applicable): 

Which computer(s), if any, do you own? 7 9 C^J 

E&OE - Advertised prices and specifications may change - Please return the coupon for the latest information. 









It's time for the gen on what's 
new, and hot, on the C64 scene 
(Phil King with a portion of chilli 
sauce and chips perhaps). MARK 
'ROBO-REVIEWER' CASWELL eats 
his greens before bashing and 
blasting the bad guys. 
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gf^. ood Lord, those Codies people 
{sm don’t hang about. The printing 
ink’s barely dry on the Stuntman 
Seymour review a couple of issues ago, 
and Sergeant Seymours already on its 


After the success of his last flick, our 
spherical, spud-featured pal s back in 
another potential blockbuster. This time it’s 
a cops-and-robbers movie, and Seymour is 
the roughest, toughest law- 


J Robot-Cop 

enforcement agent around. 

Sergeant Seymours set over five zones: 
City, Ice, Zone, Spook and Future (urghh! — Ed). 
Each comprises ten levels, one-screen maze 
jobbies of devious complexity (ie they go round and 
round and make you feel very dizzy!). 


Eye-poppin' armlotks 

The usual wrestling ‘rules’ apply: kick the 
opponent when he’s (a) down, or (b) when the 
refs not looking (or both at the same time if 
possible). The contests are set over three rounds 
of three minutes. All that’ s needed for victory is a 
knockout or a fall — holding your opponent on 
the canvas for a count of three, when his energy 
level’s low. If all’s square at the end of round 
three, a fourth is in order. 

During the match each competitors energy bar 
slowly increases toward a maximum. But it’s 
knocked swiftly down by a smack in the gob, a 
knee in the groin, a finger in the eye. etc. 

Popeye can increase his energy at any time 
during the match if a can of spinach is in his 
possession. The spectators appreciate a good 
match, and show their approval by lobbing 
objects into the ring. Some of Popeyes pais are 
ringside, so spinach and other goodies are 

A scoreboard keeps track 
| r i of the action, giving an up-to- 

B I V I date report on the condition 

| Ij S I of the competitors (including 

their health and energy) and 


T he pipe-smoking, spinach-guzzling sailors 
back, and this time he has to save his home 
planet. Y’see, he’s been kidnapped by a 
race of very unfriendly aliens calling themselves 
Kraggs, who want to take over the universe. To 
find out which planets and solar systems are ripe 
for conquest, the Kraggs hold wrestling contests. 
The unlucky losers find themselves without a 
planet — Popeyes task is to save the Earth. 

If he wins four of the five bouts he saves his 
home soil: by becoming champion in all five bouts 
he prevents the solar system from being invaded. 
Each wrestling match is held in a different location 
(five opponents, five locations — simple eh?), and 
the five brutes up against you are tough as old 
boots. Every zone contains an intergatactio- 
championshtp-standard wresting arena, consisting 
of a traditional square nng and a powerful foreefietd 
shield (replacing the old-fashioned ropes). 






teleported away; if Popeye’s 
the victor he wins the 
appreciation of the crowd. If 
he loses once, he’s 
teleported without ceremony 
to the next fight. If he’s 
beaten again it’s goodbye 
Earth. 

Popeye 3 will be opening 
its can of spinach in 
September, priced £3.99. 
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a black bag with a natty little zipper on the top, 
while the winner moves closer to the street- 
fighter crown. But when you beat the other 

HIM .MM, " I M — " I " I 'M— 


I remember playing the original Street 
Fighter game in the arcades. If I recall 
correctly it featured pressure pads that, 
depending on how hard you hit them, 
regulated the power of the character’s 
punch. > 

Of course, your 64 doesn’t have special 
pads, but otherwise Street Fighter Its 
more of the butt-kicking same. You can 
beat U P either a computer-controlled 
PrfS opponent or your best mate. There are 
eight international fighters to choose 
from: Ryu (Japan), Ken (USA), 

Honda (Japan), Blanka (South 
America), Guile (USA), Zangief (Russia), 

Chun Li (China) and Dhalsim (India). 

Once your champions have been chosen, \ 
it’s on with the game. In one-player mode the ^ 
other seven characters become your enemies 
(one at a time!). Against a fellow human it’s just 
the two of you to the death (or a couple of broken 
bones and multiple lacerations at least). 


*|§ There are eight locations to visit to 
Jl begin with, and the game begins with 
you and your opponent squaring off. 
Depending on the character 
^chosen, both of you have a range 
^ Jof lethal moves that deplete your 
^jjPTrival’s energy bar. Kicks and 

* unches of varying strength, along 
jBywith several devastating special 

/ moves are on offer. These include 
the delightfully named Hadoken, 
^jlShoryken and Tatsumaki Senpu 

# Kyaku (affectionately known in the 
./office as the ‘hello Ken’, the ‘how are 
you Ken’ and a number 54 with fried 

rice, please). All it takes is a few well- 
placed kicks in a tender spot or two, and 
the opposition’s flat on their backs. 

W Three bouts make up each fight, 
|%|jf and it’s a case of every man (and 
I woman) for themselves in the 
/ensuing ruck. The loser goes home in 


SsassSfi 


Come 

quietly 

or 

there 


meaning to the phrase ‘long arm of the law’). As 
Seymour says ‘You’re nicked sonny’ to the tea 
leaves and flings them against the wall (aha, 
police brutality) (erm, allegedly — Ed), bonus 
power-ups appear. These include a cuff-gun, kill- 
o-zap, power pack, speed-ups and invincibility. 

But the criminal fraternity are a sneaky bunch 
of so-and-sos. Along with the power-ups they 
also drop bombs. DON’T pick these up: if you do 
the rest of the force’ll be collecting bits of 
Seymour’s hide from the four corners of the 
maze. 

There’s also a randomly appearing bonus and 
a magic telephone. If Seymour answers the call, 
he reveals all the hidden power-ups. And any bit 
of help’s welcome (as Ian Osborne said to his 
psychiatrist), so prepare to be dazzled when 
Sergeant Seymour's released very soon. 


trouble 


The game’s viewed from above, 
with Seymour in full police gear. His job is to 
(a) uphold the law, (b) serve the public 
trust and (c) protect the innocent (in other 
words he blasts the crud out of the bad 
guys). 

He’s equipped with an extendible robot 
arm to collar the villains (this gives a new 
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JhVW; jump right, head right to 

W the edge, jump right onto 
MBi the large boxes, when the 
gunman stops firing go right, and then onto the 
next large boxes, get the records and go to the 
edge, jump right, get the records, go right onto the 
next step, left, get the records. 

Go right, up right, right, up right, get ‘?\ right, get 
records, up right, up right, up left, get records, up 
right, get records, up pipe, right, get crate, Go left, 
kill workman, right, get crate, right, down ladder, 
kill workman, right, get crate, kill gunman, get 
records, left, up ladder, left, kill workman, right, get 
crate, left, kill workman, left, up first ladder, right, 
get records, at the edge jump right to avoid the 
spikes, dodge the *?’ and go to the edge, jump 
right, dodge the “?’, go right and stand on the 
edge, jump right, right, up ladder. 

Jump right, get crate, right, kill workman, walk 
right to the edge, walk off the edge but pull left on 
the joystick as you do so, crawl left, get crate, 
throw it, get hat and shades, right, walk off edge, 
left, up ladder, left, jump left, left, on conveyor 
belts: when you reach the edge jump left to avoid 
spikes, climb up the stairs, when the workman is to 
the right you should jump right, get records, climb 
railings, get records, jump to get the records above 
you. 

Go left, when the gunman’s to the right climb the 
railings, jump left, either avoid or get the *?’ (this 
makes you boogie), get records, get microphone, 
right, down railings, right, when workman is left go 
up the railings (on the right-hand side), jump right, 
get records, right, jump right, get records, jump 

right, right, avoid *?’, 
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thug guarding the steps is to the left, climb the 
stairs, get the records, when the thug is to the 
right, go down the left-hand side. 

From there crawl left, enter the shop, get guitar 
(and no playing ‘Stairway to Heaven’ either), go 
out and crawl along, as soon as the cop fires at 
you, jump onto the steps. Grab a balloon, and as 
you float up grab the records and *?’, when the 
balloon bursts at the top pull left on the joystick, 
get a crate, left, kill cop, left, up ladder, jump on the 
thug when he appears and collect all the records, 
go back down ladder, go right and fall off the 
platform, from the second step down jump right, go 
up lift, right, up steps, enter swimming pool, swim 
right. 

Get out, jump to avoid the '?’, leap into the 
second pool and swim right, get out and grab 
crate, go down onto the conveyor belts, go on the 
first three, but on the third, move left onto the 
platform, go left to the end, jump off and get heart 
and records, go right, kill the thug on the opposite 
platform, left, get crate, right, kill cop, left, get 
crate, right, up lift, left, up lift, move slightly to the 
right, kill cop, down lift, right, down lift, left, get 
crate, right, up lift, left, up lift. 

Keep going up the lifts until you reach the top, 
kill cop, go down lifts till you reach the two crates, 
get one and go back up to the top, right, kill thug, 
left, go back for the other crate, up to the top, right, 
kill the second thug, go left till you come to the 
scaffolding, go to the right-hand side of it and jump 
up, go up, left, get umbrella, up, up, up right, up, 
avoid the brown birds and their droppings, go right, 
jump onto first cloud, keep jumping clouds 
avoiding any birds that come your way, at the end 
jump down and grab all the records, finally get the 

red flag that moves you to Level Two. 

• 

level Two 

Position In Town — Top left. 

Item To Look For — Microphone. 

From the start go right, duck the gunman’s bullets 
and climb on the large boxes, get the records, 
jump right, ascend the ladder, at the top jump left 
and get the records, go to the right-hand edge and 


THE BLUES 
BROTHERS 


Titus 

The solution to this blues-busting game’s a bit 
late, but as the saying goes, ‘it’s better late 
than never’. Michael Tweedale from Swansea’s 
the sender of these most excellent tips, 
Because of space limitations this month we 
can only print the first three levels, the last 
three’ll be here next issue. 

Level One 

Position In Town — Bottom Right. 

Item To Look For — Guitar. 

From the start: go right, get the first crate, right, 
throw crate at cop, go back for the second crate, 
right, kill granny in trolley, go back for the last 
crate, go right and kill the second granny, go into 
the shop near her, get all the records, exit and go 
left, grab the crate, go right, throw crate at the cop 
by the stairs, avoid the *?’ and ascend the steps, 
get the crate, go left and kill the granny, wait till the 


right, jump right, avoid T 
right, jump workman, get *?’. 

Go right till end of workman’s patrol, jump left, 
jump right, get heart, right, right, get records, up 
ladder, climb steps, up right, 
climb steps, when gunman 
above is to the right you should ft j j J 
jump left, up ladder, swim left, up BmMMK 3 

ladder, right, the springs at the 1 1 ■ 

bottom make you jump high so I I H 

just pull right on the joystick, 1 I 3 

slide down, right, slide down etc Bk V | 

(until the end), down ladder pH ft M 

when the gunman’s to the left, 1 1 M 

climb big boxes, up ladder, down 1 pJ| 

pipe, up right, get red flag. ■ 

Level Three 
Position in Town — Top right. 

Item To Look For — Amplifier. I 

From start, left, down ladder 
when knight is right, left, get box, 


I Megatope 3 1 H® 

My thanks go to Adrian Spink from sunny 
Kent for these handy The Defective tips. 
Lieutenant Frank Columbo, eat yer heart 
out. 

§ Look behind the picture in the drawing room 
to find a safe, the combination is 210319. Inside 
is the will, read it for a few surprises. 

I # Wait for Bentley to open the far right door in 
the room below the hail, then follow him in. 

Look in the cupboard and then in the jacket. 

• § Search Dingle’s body for a key, use this to 
■ open the briefcase in his chest of drawers. 

# Use the hammer from the kitchen to break 
the paperweight (found in the study). This 
reveals a key to the room next to the Major’s 
(which is occupied by the Professor). Get J|||| 




Hello, g ood e veni ng and welcome to the latest insMlmoilt Of 
tips section (ha, ha, it's mine, all mine). My thanks go to all 
wonderful readers who've sent in so many missives since I he 
whinge. Poor old Postman Pat has had a trying time lugging 
sack to the top of ZZAP! Towers each day, ana I've worn out 
three letter-openers while sorting through the assorted mail. 
Thanks also go to those who sent in Creatures 2 solutions, bu 
please don't send in any more 'cos, as you can see, I'm alrei 
in the process of printing one. Also this month I have, among 
other things, more tips for Space Crusade, the second part of 
Creatures 2 solution and the Blues Brothers stuff I promised, 
are you waiting for? 





. VZi'^ _ ------ kill guard, right, get 

rittilHHHHHHrJ records, down ladder (pull 

right at bottom), down 
ladder, left, up ladder 

rSllnHHr (when guard is left), left, 

ft get crate, kill guard, left, in 
I first door, avoid both of 
the ‘?’s, left, get records, 
right, out of shop, left, go 
in second shop, crawl 
right to avoid broken 

•**f§! T ’Tf record, get *?’, right, crawl 
tH| l!l[ left, out of shop, left, down 

ladder (pulling right at the 
UUBBUHBB end), right, jump spikes, 

right, jump spikes, right, 
jump spikes, right, crawl 
jfjftlSSSS&iitB right, right, down step, 

jump rat, up step, right (up 
to edge of spikes), jump 

to get records, left, up 

mMEEEEEEEEE^NM ladder, left. 

Jump guard, left, jump on table, jump on 
platform above table (avoiding laser), jump right, 
climb on table, up, right to the part where the wall 
below you is thinner than the rest of the wall, 
down, right, jump right, right, up ladder, get 
amplifier, down, left, jump left, left, jump left, climb 


bed (makes you jump very high), at the top of the 
jump go right, right, get crate, kill cop, right, climb 
on table, jump right, right, climb on springy bed, 
right at the top of the jump, right, down, down, 
down, left, down wall ladder, left, down wall ladder, 
right, down wall ladder, left, down wall ladder, 
right, climb step, right, climb wall ladder, right, 
jump left, jump left (avoiding laser), jump to climb 
ladder, jump right, jump spikes, down ladder, pull 
left or right at the bottom and get red flag. 


iSPi 


JAMES POND II 

CODENAME 

ROBOCOD 


US Gold 

Sam Beckett... sorry, 
Richard Beckett from 
York, is as busy as Al 
the hologram trying to 
work out what the heck 
Ziggy’s going on about in 
every episode of 
Quantum Leap. Well at 
least he wins the Reset 


grtto 
tonto 
•r the 


jump cop, right, jump guard, right, get records, left, 
up ladder, jump and pull joystick right when in the 
air, jump and pull joystick right when in the air, 
jump right, right, slide down edge, right, right, crawl 
left, get records, crawl right, jump gunman, crawl 
right, get records, slide off edge, right (pull left 
when in the air), get crate, kill guard (when you 
can see him), crawl left, left, down ladder, right, get 
crate, left, down stairs. 

Left, up ladder, kill guard, left, here there’s a 
door with a lever up/right, jump at level, left, down 
ladder (all the way), left, get records, crawl left, 
down steps, left, down wall ladder (watch out for 
the laser on the wall), right, down wall ladder, left, 
get records and jump spikes, left, up stairs, get 
records, down the left side of the stairs, get 
records and jump spikes, left, up stairs, get 
records, down left side of stairs, get records, up A 
stairs, get records, up ladder, right, get records, g 
right, up ladder, up ladder, left, get record, (the ff 
‘?’ is a -20 but can’t be avoided). 1 

Get record, jump at pink lever, right, down N 
ladder, get record, down ladder, left, down " 

ladder, right, down stairs, right, up stairs, down 
right-hand side of stairs, jump spikes, up stairs, 
down right-hand side of stairs, right, jump spikes, 
right, up wall ladder, left, up wall ladder, right, up 
step, right, crawl right, right, up ladder (only half 
way) then go left, crawl left, up ladder, left, jump 
left, left, jump left, left, down ladder, crawl left 
(avoiding bullets and missing laser), up ladder, left, 
down step, get records, left, down left-hand side of 
hole (pull right before bottom), right, when rat is on 
the right go down ladder, right, jump on the table, 
when rat is left go right and up the ladder. 

Right, down ladder, get crate, right, up ladder, 


with a Can't W L ^ 1 1 

E past that 'orrible Ore in the / n w \ / 

slafti-'em-up? Well never 
1 'cox the Tips Doctor's here BSHr 
and the doors of my clinic are 
always open (a blood test is 

optional). Send your queries to DR BUTCHER “ 

(M D), ZZMPI, Ludlow r Shropshire SY8 IJW, and I'll try to help you. Send in 
the first patient, please nurse. 

• Neil Anderson from Co Dublin’s after solutions to The Detective and all the Dizzy games. There 
are some Detective hints printed in this month’s tips section Neil, but if any helpful reader wants to 
send some more to me, I’ll print ’em. The same goes for the Dizzy solutions: I do have Fantasy World 
Dizzy and Treasure Island Dizzy solutions to hand. So they’ll soon be whizzing their way to you in the 
post. Thanks go to John Crompton from Wigan for sending them in. 

• Fu Sang Li from Hackney in London has apparently been living in a time warp for the last few 
years. He/she desperately needs help with the old text adventure The Secret Of St Brides. Yes I 
know it’s a mega-crusty game that appeared when Noah built the Ark, but if any of you can help... 

• Another blast from the past comes up next, as E Evans from Reading asks how to defeat Baron 
Von Blubba in Bubbie Bobble. If any of you have an amazing memory, perhaps you could write in 
and pass on the information to a very frustrated reader. 

• Luke Croft from Kent was after some Steg passwords. Well, Garry Boakes from Bedfordshire has 
sent in three which may help ya Luke. They are... 

Level 2 — RDNUHCCMGU 
Level 3 — EDOUTIOCKO 
Level 4 — HDPFUVLCCM 

Mark Gibbs from Harlow in Essex is after info on Black Knight Parts One and Two, plus info on what 
to do with the massively useful towel in Seymour Goes To Hollywood. I can send you the solution to 
both Dark Knight games in the post Mark, but can anyone else help with the Seymour stuff? 

• And finally, John Walker from Oxford has asked me how to get the helicopter off the ground in 

^ \ * Gunship. Unfortunately I can’t remember how you do it John. It took 

_ "f me several phone calls to the relevant software house to find out, and 

^ y° u * mana 9 eci *° sho °t helicopters on the ground. Rest assured 

M find out for you and print the answer next month though. 


MSm 
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Are you still stuck on the middle section of 
Cre a t ur es 27 If the Demons ewe dill whupp 
butt, I'm here to help you in your hour of i 


water, then switch to 
wavy fire. 


3 Clydes movements 
are mirrored by the 
boatman (ie Clyde 
moves left, he paddles 
left). 




Here we go with the 
third intermission 


This dude chucks the 
Fuzzys off the platform 
(what a bastitch). 

2 But Clyde and a mate 
are on hand with a 
trampoline for a birrov 
‘bouncy bouncy’. 


3 Bounce the Fuzzys to this platform, then go 
back to catch the next one in mid air. 
f Again keep out of the claws of this dude. 












' 


1 To get over the ice 
cold water, wait til the 
first two platforms are 
up together and then 
sink down. Time your 
jump to land on the 
first platform just as it 
starts to rise again. 

2 After jumping up the 
bank and standing on 
the mound, switch to 
droopy fire and shoot 
the green creature a 
few times. 


'A j 

-A-- ^ j 

: 

X 1 


5 Jump over and flame the other 
snowman til it forms a snowball. 
Jump onto the middle platform when 
the blue creature isn’t there and jump 
off when it jumps. 


3 Switch back to wavy 
fire and carefully jump 
over him, then blast 
him back to the left. As 
he’s the dude who 
flames the cannon that 
kills the Fuzzy, you’ll 
have to keep coming 
back and shooting the 
swine. 

4 Continue right and 
then up to flame the 
first snowman, now 
push the resulting 
snowball to the edge of 
the ledge. 


6 Shoot j || 

the left It,* lit Jiff ClJr a - 

snowball T.-- ", ™- a-E ® 5 ^F 

onto the -«&k ,**•• I _ 
jack, > • ; - iff 

men 

move across to the other (shooting the green 
creature as necessary) and knock it off. This 
should squash the green creature (and serve it 
jolly well right). 




U8C 


Intermission four is a bit 
trickier than the previous 
three. Although the 
Demon isn’t quite so 
vicious, and this is a good 
thing as you have to 
rescue 1 4 Fuzzies in three 
minutes and 40 seconds. 
Get that trampoline lin ed 
up and go for it. This is 
the last time you can 
afford to collect the 
bonus coins. 


When the swooping bird heads right, pick up the first Fuzzy. 
Move right so you’re behind the surface swimmer, and 
follow it. When it heads left again, drop down so the Fuzzy 
treads water. Grab the Fuzzy when in the clear, and head 
onward again. 

3 Do the same thing with the fish, and drop the Fuzzy on the 
island (press the fire button so it avoids the swooping bird). 

4 Pick up the Fuzzy when the bird’s to the left, and the 
jellyfish moves in a north westerly direction. 

5 Stay still until the jellyfish moves away, then drop the Fuzzy 
on the next island. Press the firebutlon to sent the Fuzzy 
over when the third swooping bird is moving right and is just 
past the middle. 

8 There are two movement patterns you can use here, S LB PD 
(Shark Left Before Puffer Down) and SNLBPD (Shark Not Left 
Before Puffer Down). It’s up to you which you use (both of ’em 
do work, honest) 


* % ik I and send him 

coast is 

clear. The first Demon takes four hits to kill, the second 
takes eleven hits to splatter and the third is a tough 
bastitch needing 16 hits to terminate him. Goo<| luck, you’ll 


up the Fuzzy when the last bird’s to 
the right and deposit him on the island when it’s on the left. 
That’s it for this month, we’ll have the third and final part of 
the solution for you in thirty days. Be here or else. 










cart award for suppling these time spanning tips. 

This month he brings you the ffirst four levels to 
RoboCod .. Take it away Richie... 

The Castie — On the disk version you may be 
able to enter all the doors, if so go through 
whichever door you wish and read the appropriate 
part of the solution (ie Level One is Door One, and 
so on). Firstly go to the top of the castle and collect 
the extra life. 

Lovei f — 

Part One — Go left and collect the energy, then 
run right. Jump the first spikes and use the 
expandosuit to pull yourself along the roof and get 
past the second set of spikes. Jump on the lift to 
get past the third lot of spikes, jump the snake and 
headbutt the first, second and fourth blocks, 
collecting the objects in the process. Catch the 
next lift to carry you past the spikes, cross the 
straw bridge and keep going right. You can 
headbutt the small blocks but leave the large ones. 
Instead, stand on the second large block, then 
jump up and right into the wall to collect the hidden 
object (an extra life), fall down and collect the two 
penguins, then walk into the pole. 

Part Two — Go left and stand on the highest 
purple bowling ball (stand to the right), jump up 
and collect the extra life from the roof. Go right and 
hit the small blocks but again leave the large one. 

Jump over the Liquorice Allsort creatures rather 
than kill them, or dodge them by climbing on the 
table tennis bats. Collect the extra energy and jump 
on the clouds to cross the spikes. When at the far 
end of the playing area, hit the block and fly into the 
bowling ball and collect the penguin, fall down and 

ADVERTISEMENT 


collect the next penguin then walk into the pole to 
enter the next part. 

Part Three — Run right until you reach the weights, 
stand on them and jump through the gap above. 
Headbutt the large block to your right and leap into the 
airplane. Fly left and hit the third block up for a bonus, 
fly round the wall and go back onto the floor, collect 
the two penguins and go right into the pole. 

Part Four — This is a bonus level, just run along the 
golf clubs, collecting the objects and finally run, full tilt, 
into the pole. 

Levol 2 — Soft Toys 

Part One — Go right to the pyramid and climb up and 
over it, go left through the large blocks on its right side 
and collect the extra energy. Go out of the pyramid 
the same way you came in. When you’re out, stand 
between the pyramid and the vertical wall, use the 
expandosuit to climb to some blocks. You’ll go 
through the large blocks but grip onto the second 
block you come to. Fall from the block and go right, fall 
down the first hole you come to, keep falling through 
the holes (when there are two holes, fall down the left 
one). Go right (when you come to the base of the 
level) through the bears and collect the objects (apart 
from the skull), then go left to the pole. 

Part Two — Run right, jumping the holes and snakes 
until you come to a vertical wall, stand next to it and 
use the expandosuit to cling to the wall above. Fall off 
to the left and collect the energy, go right and jump the 
hole, then fall down the wall, jump the next hole while 
going right and hit the pole. 

Part Three — Go right to a wall and jump 
up through the roof, go right and fall 
down the wall, continue right to a wall 

and jump 
through 




three 
roofs. Fall 
down the 


COMMODORE 64 CHEATS 

0891 lOl 234 
MEGATIP GAMESLINE 
0891 445 987 
AMIGA GAMETIPS 
0891 445 786 
AMIGA HOTLINE 
0891 445 985 
SHADOW OF THE BEAST I 

AND 11/ 

BARBARIAN II 
INTERACTIVE SOLUTION 
089 1 442 022 
COMPUTER FUNLINE 
089 1 445 799 
FIRST SAMURI HELP LINE 
0891 445 926 
V/HIZZKID COMPUTER QUIZ 
0891 lOl 255 

For details of our other helplines 

Dial 0891 445904 


_ LINES UPDATED WEEKLY 
OR:- Jacqueline Wright, P.O.Box 
i-Under-Lyme, Lancs, OL7 QWW 
cost 36p per min at 'cheap rate 1 and 
48p per min at other times 


wall to the right and go right to yet another wall, jump 
up through three roofs, go right and fall down the walls 
while dodging the cannons. Go right to the wall and go 
up it (jump through the roofs), go right and fall through 
the walls at the far right, walk into the pole. 

Part Four — Another bonus level. Jump along the 
plates, collecting the bonus objects. Hit the pole at the 
top right of the playing area. 

Part Five — Collect the bonuses and hit the pole at 
the bottom right. 


Iml3-Fooc( 

Part One — Go right and jump the spikes, collect the 
objects that are sitting on the chocolate. Jump the 
next pit of spikes, stand on the chocolate to get past 
the next lot of spikes. Follow the passage right and 
jump onto the chocolate above the spikes, jump off it 
to the right and go into the passage below, where 
you’ll land. Collect all the bonuses and jump onto the 
penguin to become invincible for a while. Go out and 
round the top passage, then to the right and round the 
passage and stand next to the pole (but don’t walk 
into it). Wait for a Liquorice Allsort to appear and stand 
on it, let it carry you to the top of the playing area. Go 
left along the passage and collect the extra life, go 
right and fall down the end and go down the passage 
below, follow the passage round. When you have to 
choose between going up or down, go down, collect 
the life and walk into the pole. 

Part Two — Go right and enter the right side of the 
last cake you come to, and you’ll gain a pair of wings, 
fly up and left to a small gap on the left of the roof of 
the section, go through the roof, fly right and hit the 
blocks to collect some energy, fly through the gaps in 
the roofs. When you reach the top collect the four 
penguins and walk into the pole. 

Part Three — Go right and dodge all the poles 
as they’ll send you back to the start, fall onto the 
right side of the penguin at the end to go to the 
next level. 

Part Four — A bonus level. Jump along 
the toothbrushes collecting the 
bonuses, and walk into the pole near 
the start. 

Level 4 — Bubbles 

Part One — Hit the block above you and 
jump into the flying bath. Fly right, collecting 
whichever bonuses take your fancy. The only 
things that kill you are spikes, so stay away from 
the base of the playing area. When you reach the far 
right, go down and walk into the pole at the bottom. 
Part Two — Swim round the submarine and collect 
the first penguin off the wall, fly round the top of the 
second submarine and collect the second penguin. 
Swim round the base of the third submarine and 
collect the third penguin, go round the base of the 
next sub, go past the pole and grab the extra life, 
then go back to the pole and walk into it. 

Part Three — Jump up the purple wall and go right, 
then hit the first and third blocks, go right and ignore 
any large blocks. Jump the pits of spikes by stopping 
yourself in mid-jump. Walk into the second from top 
pole when you get to the end, as the other three send 
you back to the start. 
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started in another scene entirely: piracy (also 
known as cracking). The first real demos were 
pirated title-pictures and game music, put together 
and accompanied by a scrolling text message 
from the crackers. 

Nowadays the connections with this cracking 
scene are stsl! there, though not as much as they 
used to be, and the PD scene has become a 
respectable one. 


This scene consists of a lot of different groups 
(too many to name), each having its own set of 
members: programmers, graphicers, musicians 
and swappers. The first three are responsible for 
the products, while the last one spreads it to other 
groups, either by mail or modem. 

To start a demo- group, you don’t need to have 
all these groups dedicated to graphics, music 
or just swapping aren’t uncommon. All you have 
to do is invent a groovy group name and establish 
contact with other denizens of the Public Domain, 
and you are active in the PD scene. Contact 
addresses can be found in one of the many disk- 
magazines as well as in the demos, utilities and 
games spread around. 

Sadly, the PD scene is disk-only, but as 
'swapping’ is nothing else than exchanging 
software between friends it isn’t impossible to find 
a person willing to copy some PD stuff on to tape. 

When you enter the PD scene, you’ll notice that 
the use of pseudonyms is quite common. This, can 
be traced back to the early beginnings, when PD 
was a part of the piracy scene. It isn’t too clever to 
include your real name in the intro of a cracked 

crackers started to use ‘handles’, 


With PD's 

disappearance in 
Amsterdam, the PD 
File is handed over to 
one of his Dutch 


game! Therefore 
so that everybody knew Cracker from The London 
('racking Group, but didn’t know that it was John 
Jones, the butler’s son from next door. Handies are 
still used, but now only for the fun of it. Crackers 
often name themselves after their idols and favourite 
movies, or sometimes use their real nicknames. 

But that’s enough about the PD scene itself for 


I n previous editions of PD File, you’ve started 
to get an impression of what is trendily called 
‘the scene’. Well forget all that, ’coz all the 
information was gathered indirectly from PD 
libraries... and not straight from the source! 

1 successfully infiltrated the scene’ seven years 





ago, and have established contact with most of 
the leading demo groups. So from now on, you 
won’t only get to see the 
end results (ie demos and 

stuff), but youi! ! 

background information 

themselves. Besides all 

that, I’ll be bringing you mKUEKEF 

interviews and charts, as i 

well as reporting from A 

parties held throughout A 

Europe. Hic ! 9 

different 
stories have 
been told p 

beginning of 

that it started 

with some pioneers trying to create 
funny effects, exchanging them with 
friends, that Compunet started the 
scene as we know it, as their 
modem-based bulletin board enabled 
computer fanatics to exchange their 
products worldwide, etc. 

None of these stories are true. 

Well, at least not completely. ! can 
tell you that the actual beginning of 
the PD scene isn’t as innocent as 
people want you to believe. It really 


now — let’s continue with some of the latest 
products released: 


contacts. Live tram his 
secret hide-out, 
undercover agent 
Demi Ebus brings you 
a monthly report on 
tie Pul lie G amain 


• Copyrights? Trade marks? What dem? 
The graphic artists in the Public Domain 
don’t concern themselves with the 
nicities of life... 


T his demo is a parody on the light, bio and diet 
products which are currently flooding the 
market (I take it you mean health foods? — Ed). 
Crest thought they were all a load of rubbish, so 


• Having trouble reading this? Do not adjust your 
mag! And just wait till you see it scrolling! Barf... 


* 
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WONDERLAND 9 

Censor Design 

C ensor Design are one of the older groups in 
the scene, and consequently they’ve released 
a huge number of demos, including the 
Wonderland series. These demos have always 
featured great design and several new inventions, 
and this latest one’s no exception. 

The intro is without doubt the best part. After a 
movie-like text-flasher, complete with rotating and 
transforming logos (accompanied by thrilling sound 
effects!), you get to see a picture of a beautiful girl by 
one of the best graphicers in the scene, Mirage. This 
is accompanied by one of Danko’s best compositions. 

The rest of the demo is mainly comprised of 
digitised music, including one really awkward part with 
very bad 4-bit samples, but two good ones as well, 
featuring 8-bit samples! Well, at least that’s what they 
claim, and the sample quality is the best I’ve ever 
heard on the C64. 

Besides the last part with a great picture of Iron 
Maiden’s Eddie (by Dragon), this demo features only 
one other part worth mentioning. Bob has coded 


• I do 


have i 

TO 




Wonderland 9 is very professionally 
executed, though I personally found it missed 
that bit extra which made the other 
Wonderland demos so special. Besides that, 
it’s brilliant! 


wasn 


populai 

nonsen 


i One 
demo 


■V: .b :!> 






8 f: I gups i ‘2 ? 

mm fsm sm mm mm 'wm &M WM M MSS 


decided to take the 
mickey. 

The demo was 
made in two weeks, 
and it shows; none 
of the parts which 
are linked together 
by a recycling-loader 
are really special. 
Only the intro really 
goes into the light 
subject, with a nice 
CREST LIGHT logo, 
in true Coca Cola 
style. The rest of the 
demo is far below 
the usual Crest 
quality. Nothing 
really interesting to 
be found here. 






some remarkably 

* strange colour 

/ j \ animation in the 

Mk fck shape of a planet. 

. m llll| m hard-to-read 

scrollers and the 

* * weirdest tune 

Danko’s ever 

done, it’s very strange indeed. In fact, you might not 
like it the first time around, but it gets better after 
you’ve seen it a few times — especially the last bit 
with the Pac-man and the eye! 
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• The Torture demo 
certainly doesn’t live up t 
its name. 


ffif/rttr/t 


• i don’t fancy yours much — these two 
have obviously spent too long in the sun 


The demo features some nice i 
Fii graphics and some good H 
solid coding. For instance, 
they coded a line-vector- 
equaliser synchronised with 
the music. Another part features 11 
parallax scrolling, though the best 1 
part is the loader, which features a 
very addictive game, even though 
it seems it's been written in BASIC. 

Anyway, Torture 2 is an excellent 
demo with some very interesting 
parts... though it’s lost the 
originality which its predecessor 
excelled in. 


TORTURE 2 


Padua 

T orture heralded the first appearance by a 
group calling themselves Padua, Though it 
wasn’t a high-quality demo, it became very 
popular because of the original ideas, and the no- 
nonsense look. That was a few years ago, and 
after Torture Padua were pretty quiet, releasing 
only the occasional small demo. 

Torture 2 is their way of saying they’re still 
active in the scene, and should not be overlooked 
• One of the best parts of the Torture 2 
demo is this spiffing Centipede game. 






rjg£ Fifty l MG IT SLL THE T I HE MH n f 


m What aioad of bails! This amazing % 

effect moves faster than Corky’s bowels. 

t 

Well that's it for this month, Zzappers 
Providing your very own PD remains 
banged-up, or, I mean LOST in 
Amsterdam, I'll be here again at the 
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W e get loads of requests for C64 clubs 
here at ZZAP! Towers, so we’ve 
decided to do a feature on ’em — and 
here it is! Software clubs, techie support groups, 
local meets, you name it we’ve got it. 

Whatever it is you’re after we’ve 
probably covered it here, but 
even we’re not infallible — if 
you know of any national 
organisations not 


magazine is full of reviews, 
previews, competitions and tips, 
with a great Dr Who poster 
gracing the centre spread of the 
first issue. A few articles not 
related to Alternative games 
would be nice, but it’s early days 
yet. 

Despite having an unreadable 
logo (change it lads, please!), and 
a mug shot of Hulk Hogan on the 
cover when he’s not mentioned in 
the mag, the GAS magazine is 
one of the best club offerings 
we’ve seen. If editorial content fleshes out (and it 
probably will), Alternative could be onto a real 
winner. 


it’s stm wortn having if only for the discounts. 
Zeppelin’s games are improving with every 
release, so why not splash out? 


Come fly with 


covered by this feature 
let us know. 


With the software 
industry getting more 
competitive than the 
annual Clee Hill Eating 
Contest (Phil’s the champ), 
several budget houses have 
started their own fan clubs. 

Needless to say, they only feature their 
own products, so glowing game reviews in dub 
magazines have to be taken with a pinch of salt. Thi 
doesn’t stop ’em being a worthwhile read; just make 
sure you check out the ZZAP! review before you buy! 

Budget barons Alternative run The Great 
Alternative Software Club, or GAS for short. 
Launched in March, it currently boasts over a 
thousand members — not surprising considering it’s 
free! 


Membership of the Zeppelin Air Crew 
sets you back a cool £7.99, but don’t 
let that put you off — as well as a 
membership card, certificate and 
regular magazines you get two 
free Zeppelin games upon 
joining! Members can also take 
advantage of some incredible 
discounts. 

Currently on its fourth issue, 
the club magazine is a little more 
ambitious than Alternative’s 
offering but is printed entirely in 
one colour — the latest issue is 
ghastly green! The 
rticles are fun 


and (hurrah!) 
they go beyond 
glowing 
endorsements 
of Zeppelin’s 
own games. 
Tighter spelling and 
syntax and a better 
design (I’ve seen more 
attractive shopping lists) 
would make it a real corker, but 


Barbtnic Bulletins 


g iSim 






G rraaagh — kersplat! That’s better — there’s nothing worse than having an ugly great ogre run off 
with your Adventure & Strategy Club binder! He’ll never run again, not since I cut off his legs. 
Run by a small team of experienced gamers, the Adventure & Strategy Club covers adventures, 
RPGs, war games, strategy sims... in fact, just about anything that requires brain cells rather than 
lightning reflexes. 

Members receive a 54-page bi-monthly information pack, hole-punched for easy filing in their 
snazzy club binders. Jam-packed with news, reviews, solutions (full and serialised) and lots more 
besides, it quickly builds into a mighty tome indeed. 

At £24 for annual membership and £7.95 for a binder it’s not cheap, but the service you get is 
amazing! Members can use the free buy, sell and swap facility, choose from over 1000 solutions, and 
if you’re really stuck there’s even a free postal/telephone help service! 
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Irregular outings 


Not to be outdone, 
the Codies have 
The Cartoon 
Club (not Rolf’s!). 

You need five bar 
codes from 
CodeMasters 
games to join, but 
this entitles you to 
a free game of 
THEIR choice — 
oh well, it’s nice to 
get a surprise 
every now and 
then! 

The Cartoon 
Club newsletter 
isn’t published on 
a regular basis: 
they just fill ’em up 
and send ’em out 
as need be. It’s 
not particularly 
ambitious either 
— just a few 
sheets of paper full of news and special offers. 
Still, it’s nicely presented and if you’ve already got 
five Codies games you’d be barmy not to claim 
your freebie. 


Those with a technical bent should check out the 
Independent Commodore Products User 
Group, whose technical support is second to 
none! Set up 14 years ago to cover the then state- 
of-the-art Commodore Pet, it now embraces ALL 
Commodore machines, from the humble Vic 20 to 
the mighty Amiga. 

Their bi-monthly magazine is a hefty tome, 
weighing in at over a hundred A5 pages per issue. 
Targeted at the 
tore serious 
r, topics 
ered include 
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I technical advice and run an 
I excellent PD library which is 
I free to members — just send 
an SAE and a disk. 

ICPUG won’t appeal to the 
hardened joystick juggler, but if 
you use your C64 for more than 
just baddie bashing give it a whirl 


i hire 

9 Q) road... 

9m I If you’ve ever 
I spent ten quid on 
m vTrnM r: — - I the latest film tie-in 

I only to find if s cra P» 

^ JJ the Commodore 

owr / / / Software Hire club 

M L ~^S | could be for you. After 
^‘ 3 L 1 ' / paying your £2 

^23/J I membership fee, you 

— L ^SsggSSS I can hire up to four 
_ ' - / games from a range of 

I over a thousand. You 
J keep the games for 
seven days, easily enough 

time to check them out — you need never buy a dud 
game again! Prices range from £1-£4, depending 
on the age of the game and weight of the packaging 
(all prices include P&P). 

Obviously budget releases are hardly worth hiring 
as they cost only a tad more to buy, but it’s great for 
testing full-pricers or deleted titles. For a free 
catalogue send an SAE to the address below. 




■ m 

b binders usually cost a cool 
15, but enclose this coupon v 
i r application and you’ll get it 




Wey-hey, Zeppelin are offering, 
exclusive to ZZAP!, a hefty €3 off 
the usual membership fee of €7.99! 
Blimey! With two free games on 
offer you’d be two pixels short of a 
loading screen not to join. Just send 
’em your name, address, choice of 
gapmes and a £4.99 cheque/PO 
payable to Zeppelin games. 


One code short of a full club? No 
worries — this coupon counts as 
one bar code! Just send this 
l^ipon with four codes from 
HdeMasters games, and Bob’s 
^Hir relative! 


don’t even need to pay — just bung 
’em a SAE at the address below, 
together with details on the sort of club 
you’re after and what computer you 
own. You can now get in touch with 
BACC via a couple of bulletin boards 
too — they’ve placed most of their 
thousand-club master list on-line, via 
Tessier Ashpool Online (TAO) and 
Silicon Village. 

To log onto TAO dial 071 275 
9996 then enter XMNET at the 
services menu to get the Viewdata 
system. Enter account name 
GUEST and password PUBLIC 
when prompted, terminating each 
entry with a hash (#), then go to 
page 8102 (*8102#) — you don’t 
even have to be a member! Call 
Silicon Village on 081 759 6996 or 
0734 819 000. On connecting enter 
# to get to viewdata system, 
followed by an ID of 4444444444 
and a password of 4444, and again 
go to page 8102 (*8102=). 

For further information on 
BACC’s modem service only, send 
a SAE to Andy Leeder, Church 
Farm , Stratton St Michael, Norwich 
NR152QB 


No money off here (it’s free 
anyway), but the first ten to apply 
enclosing this coupon will get a 
groovy Alternative Software T-shirt 
^t send your name, address, 
computer model and your favoi^i 
lolal software dealer to The Boss. 


As well as the usual yearly 
subscription, ICPUG are offering 
shorter, cheaper ones. Make 
cheques payable to ICPUG. 
r^ne Year (six issues) — £19 
n Six Months (three issues) - £1 
Hour Months (two issues) — d 


At very little trouble and no expense at 
all, ZZAP! 64 have organised some 
special offers for ya. Just cut out the 
coupon in question and bung it in the 
envelope with your membership fees, 
and hey presto — you’ve saved 
yourself some dosh! All the clubs will 
send further details if you bung ’em a 
SAE, but hang onto your coupon till 






r~Got something to say,""1 
" Got something to sell, " 

then contact 
Sheila, Pete or 
Michelle 





584 875851 

j now!] 


COMMODORE 

64 


Software Hire Club 
Send S.A.E for details to, 

C.STATHAM 

3, Briarbank Ave 
Nottingham 
NG3 6JU 

Tel: 0602 58 1 635 

We condemn software piracy. 


C64 TAPE LOADING PROBLEMS? 

Have you ever purchased a game only to find it won't load! The most 
common reason for loading difficulties is caused by the tape head 
being out of alignment. 

The AZIMUTH TAPE HEAD ALIGNMENT KIT, enables you to re- 
align your tape head simply and quickly. No technical skills are 
required. Step by step picture guide. Test and re-alignment may be 
carried out in minutes! 

The kit contains:- AZIMUTH TAPE ALIGNMENT CASSETTE, 
SPECIAL AZIMUTH SCREWDRIVER PLUS FULL INSTRUCTIONS. 

Alignment kits also available for Amstrad CPC 464, and Spectrum 
+2/+2A Computers. Please state which computer when ordering! 

Price: £9.99 inc. Postage & packing and VAT 
All orders sent by return. ChequeA/isa/Access 

TRADE -IN -POST, Victoria Road, 

Shifnal, Shropshire, TF11 8AF 
Tel/Fax: (0952) 462135 



COMMODORE SUPPLIES 


Commodore 64 power pack ....£23.75 

64 Parallel convertor £19.99 

801/803 ribbon x 2 £9.99 

Mini office 2 cassette £17.99 

64 Instruction manual £9.99 

64 Slimline case £9.99 

Vic-20 modulator £14.99 

C64/128 Commodore sound 
Expander module and sound Studio- 

Mid compatible Disk or Cass £9.99 

C2N/C3N datacorder £23.75 

64 Reset cartridge £9.99 


Wafas 64K x 2 £9.99 

Mini Office 2 Disk £20.99 

Cl 28 instruction manual £19.99 

C64 Mouse £14.99 

C16/+4 games designer £2.99 

Printer + Interface £140.00 

64 Disk Drive £99.99 

Action Replay Cartridge £34.99 

C64 REPAIR -ONLY £24.95 

including parts/labour/insurance etc. 
Send machine only and fault 
description. 


Access 


To order send cheque/PO to: 

Omnidale Supplies, 23 Curzon Street, 
Derby, DEI 2ES 
Tel: 0332 291219 
Open Mon - Sat 10-5.30 




If you own 
an Amiga 

something 

wonderful 
is about to 
happen. . . 

V % - 

GET READY FOR A TOTALLY NEW 
CONCEPT IN AMIGA 
COVERAGE 

AT NEWSAGENTS EVERYWHERE 

SOON 











p$J w^o/c * ■ / / Bf " had to happen: Miss Whiplash has Vy 

J rM 9°* the sack... with all your letters in W jpg* 
it! She'd have had the lot if Bash hadn't 
b| slashed the mailbag in half with his axe! 

3 S ^ Trouble is, they then had to spend most of 
the month glueing the letters back together! The clumsy Csi 
barbarian has promised not to do it again, so keep sending your 
queries, opinions and complaints to Lash or Bash at ZZAP! 
Letters , Europress Impact, Ludlow, Shropshire SY8 1JW. You 
could win £40 worth of software! 


Company Total Lowest Highest Average 
Games % % % 

Thalamus 2 93% 97% 95.0% 

Gremlin 5 67% 93% 84.8% 

Kixx 26 34% 97% 84.8% 

Ocean 14 53% 93% 81.2% 

CodeMasters 15 32% 94% 73.9% 

Hi-Tec 10 42% 94% 73.1% 

Storm 4 31% 91% 71.25°/ 

Hit Squad 29 13% 96% 68.4% 

Zeppelin 18 40% 87% 67.2% 

US Gold 9 22% 94% 65.2% 

Imageworks 4 30% 95% 65.0% 

Summit 3 35% 90% 63.3% 

Mastertronic 5 37% 93% 63.2% 

Domark 8 36% 90% 55.0% 


Total Games released Best game (s) 

152 Creatures 2 

97% Thalamus 
Turrican 2 
97% Kixx 


Craig 'Exiled' Ellis, Basingstoke, 
Hants 

PS. It’s great to see Scorelord and Ken D Fish 
back. Now all you need are the border dudes. 


• 1. Erm... what was that question again? 

2. If you really want to splash out, Datel sell 
the Star LC200 colour printer (with interface 
and software) for £259. Otherwise their Sprint 
128 interface enables the use of any 
Centronics-standard printer. 

3. Nothing. They’re not planning any new C64 
releases. 

4. Sadly not. 

5. Sort of — the pages have got wider, so 
there’s ‘more of them’! 

6. All right. 

7. Not in the immediate future. Audiogenic 
aren’t doing much C64 stuff at the moment — 
we’re still waiting for World Class Cricket 1 

Thanks for the chart, but I reckon it’s a bit 
rough on those firms which have released 
loads of great games, but just one or two 
stinkers which knacker their average. 

Lash 


bugs me, because by the time l ! ve 
got to the answers, I can’t 
remember the questions! 

2. What’s the best printer for the 
C64? 

3. What have Ocean got planned in 
the way of carts? 

4. Is TIB’s 3.5” drive beginning to 
catch on with software houses? 

5. Is there a chance of getting more 
pages in ZZAP! without an increase 
in price? 

6. 1 love the posters, give me more! 
7. I’ve just completed Exile (after 
two months). Are there any plans for 
Exile 2? 

I thought it was about time for 
something completely different (sort 
of!). For those of you who wear 
bifocals and whose IQ is less than 5 
(Corky?!), I’ll tell you what it is — 

ITS A CHART! I’d better explain 
how it works so here goes: 

I’ve added up the percentages 
(%) of every game reviewed since 
August ’91 (under their software 
houses) and divided the answer by 
the number of games that house 
had released between then and now 
(to find the average). 

Eg: If there was a company called Wonky 
Bananas (I’m sorry, I just had to mention them) 
and it had made four games receiving 45%, 22%, 
13% and 50% (then it would be crap!). Add them 
all up to get 130 and then divide by four (the 
number of games) to give the average mark that 
house got. Simple eh? Oh yeah, I’ve also 
included the total releases of that house (not 
including compilations (did I spell it write?!)) and 
the lowest and the highest mark that house has 
received. 

Now for the much awaited chart. 


COPYRIGHT C 


Dear Bash, 

Can you help me with a possible legal problem? I’m 
considering opening a club where members would pay a fee 
and then they would get the use of software, free of charge. 
This should hopefully avoid the ‘no hiring’ copyright. A term 
of condition would be that the software would not be copied 
— this should cover me against copyright irregularities. 

Would I get into any legal/copyright problems? What’s the 
legal position? Is it advisable to carry on or just to forget the 
idea although I feel I could really give it a go? 

Noel Bishop, Rugeley, Staffs 


• Nice try, but I doubt if charging an enrolment fee and 
lending software for free would beat the hiring ban — 
unless your club offered other services, the courts 
would probably decide the initial fee was itself a hire 
charge. Most games include a ‘no hiring’ clause in their 
copyright notice, but it’s very much a legal grey area — 
it’s never been tested in court, so we’re not sure whether 
or not it has legal backing. Software hire has been 
stamped out on the 16-bit computers and the battle 
rages on in Consoleland, but there are already Software 
Hire Clubs for the C64 and Speccy. For further 
information, contact your local Citizen’s Advice Bureau. 


Dear Lash, 

I have been reading ZZAP! (the best mag in the 
whole world) since ish 71 , and I have noticed how 
much it has changed — for the better, I may add. 
Is that enough grovelling done? Okay, let’s get 
down to business. 

1 . Were Wonderboy II or Super Wonderboy ever 
released on C64 and if so, are they any good? 

2. Football Director (yes the management sim): 
was it ever reviewed? If so, what did it get? 

3. 1 am one of the few people who like 
management sims. So please, please (x 1000) 
could you recommend one or two besides 
Tracksuit Manager. 

4. Any chance of some tips for Turrican, as I can 
only reach level 3-3? 

5. Can you at ZZAP! take some creative criticism 
(okay, I know you could)? Any chance of some 
better games for the Megatape? 

Eoin Barrett, Cork, Ireland 

PS. Please print my letter because if you don’t I’ll 
have to give my collection of ZZAP! mags to my 
friend (we have a bet). 

PPS. Could you recommend any books for 
making programs? 


Dear Miss W 

I have been reading ZZAP! since Issue 46 (on 
and off before that) and every month there seems 
to have been a slight increase in the quality of 
your mag. I know I say this every time I write, but 
that’s not because I'm creeping (honest!), it’s 
because I mean it, so there! 

Now for some questions: 

1. Why, when people write in with numbered 
questions like this, do you always put the 
answers at the bottom of the column? It really 




WE MUST PERFO 
A QUIRKAFLEEG 


S 1 / v V Dear Miss W 

w K V j Bah! It seems that Ocean are taking all C64 owners for 
\ m 1 \ia flippin’ ride, and no mistake! 

\\ / \JmX^\\\V I read with growing disbelief, the article on Parasol 

i l * Stars being nicked by a nasty thief. 

\ ” / i \ \ Are we really su PP° sed t0 believe that a professional 

\ Ik \i ^ programmer who was working on a major coin-op conversion, 

\ saved all his precious code on just one floppy disk which was 

" promptly stolen? Isn’t it just a little strange that Ocean, who are 

X presumably paying this programmer a hefty sum, and who would be monitoring the 
game’s progress carefully, had no copies themselves? 

Or could it be that Ocean decided that they just couldn’t be bothered to continue with the C64 
conversion and sent out this ludicrous story for a bit of a laugh? You, the readers, must decide. 

Anyway, I would like to make an offer to Ocean, I am currently working on a C64 game entitled 
Mushy Armpit Sex Simulator. I will sell you this game for a cool million, as long as you don’t take any 
copies off me, and pay me even if someone nicks all my code which I have preciously saved on the 
end of my Abba tape. Please send the money in used notes. 

Daniel Salter, Rotherham, S Yorkshire 

PS. Please title this letter ‘WE MUST PERFORM A QUIRKAFLEEG’ as I am a slightly drunk Miner 
Willy fan. 

PPS. Please try and use the word ‘culminating’ in your reply. Cheers, luv. 


• Your game sounds great! But seriously, it’s amazing how many times professional 
programmers’ equipment ‘goes down’, culminating in the delayed release of a game. We’ve 
never used this excuse... erm, I mean ‘explanation’ for the late arrival of ZZAP! on the shelves 
— it’s always on time! 

Lash 


• 1 . Super Wonderboy was, and it scored 68% 
in Issue 59. 

2. No. 

3. Well, Cult’s The Match scored highly with 
Footy Phil, and Zeppelin s Match Of The Day 
looks good from what we’ve seen — there 
may well be a review in this ish! 

4. Corky says he’ll see what he can do (not a 
lot, if you ask me). 

5. We’re constantly searching for great 
games, especially now we’ve got two triff 
tapes. 

There’s loads of BASIC programming books, 
but if you’re serious you need to learn 
machine code — try ‘Programming The 
Commodore 64’, written by Rae West and 
published by Level Computer Publications , 
PO Box 438, Hampstead, London NW3 1BH. 
Lash 
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Dear Sir/Madam 

I have been collecting your magazine for a 
year now, and have been delighted with the 
articles and especially the game tape. I have 
had my Commodore 64 for almost two 
years and have yet to see a classic Space 
Invaders for it. I realise that people 
nowadays do not need this type of 
game, but I have been going out of 
my mind looking for one. I know ^ 

that a Space Invaders - style game 
is available for the Amiga and I 
wish to know if there is one for the 
64, and if so, where to get it from. 

KL Shade, Nuneaton, Warks 
PS. You’re my only hope. 
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• There’s a fair version of Space 
Invaders on Public Domain — look in 
last month’s PD File for more details. Also, 

Domark’s Super Space Invaders has a similar approach in gameplay (only spiced-up a bit!) 

Bash 


Dear Bash, 

I have written a few times now so could you have 
a heart and please publish this letter? 

I am president of a club down here called 
‘C64/128 FRIENDZ & CONTAX'. We are a 
worldwide club for ail Commodore users and 
publish a magazine every two months, crammed 
full of interesting things for members. Overseas 
people don’t have to join, they can just write to 
me and I’ll put their name in the magazine for 
other members to write to them if they want (free 
of charge). 

We support Plus 4, Cl 6 & Vic 20 as well. 

So, come on, please publish this letter. We 
really would appreciate it. And I’ll keep buying 
your magazine. 

Steve Hedges, 1 1 Dunsford Street, 
Whyalla Stuart, South Australia 5608 


CF have a passable attempt at a tech section, 
and have an adventure section too. Yes, I know 
you have an adventure section but more than one 
adventure review a month would be nice! If the 
amount of adventures/RPGs is really that low, a 
few reviews of old gems would be appreciated; eg 
the Bard’s Tale series, the Zork series, a selection 
of Level 9 classics and perhaps some of the 
SSI/US Gold megagames, to name but a few. 

And something else I’d like to see that both CF 
and ZZAP! lack — information on current modem 
nets and bulletin boards. Do Micronet or 
Compunet still cater for 8-bits? Do they still cater 
for any computers? Here’s a completely idiotic 
idea: how about setting up a “ZZAP! NET open 
exclusively to ZZAP! readers, perhaps in 
conjunction with an existing net? I’m sure there’s 
a few thousand out there who'd join. Commercial 
viability is another matter — but it would blow CF 
away! Of course, if it flopped, it would blow ZZAP! 
away, but innovative improvements are like orgies 
— full of fun but riskier these days... 

Another thing that you both lack, that I’m sure 
would be appreciated by cassette users, is some 
choice PD demos on the Megatapes. Public 
Domain utilities and demos come pretty cheap — 
hint, hint, a nod is as good as a wink to an epiletic 
octopus etc, etc. 

On the tech front, I think that a step-by-step 
method of creating a game would be a good idea. 
Or failing that, a little section answering the 
questions that always get asked: eg ‘How do I 
design a loading screen? How do I get a program 
loaded from disk to autorun? How do you do 
those flashing lines in the border when I’m loading 
something? How can I get it to play a tune when 
it’s loading? What’s machine code for? How do 
you use sprites? How can I build up my own 
characters?’ I could go on all night! 

And to close I have a little grumble. In the June 
edition of ZZAP! in the STUFF! section, you said 
nobody could get more than ten sprites on-screen 
at once. Then you mentioned Direct Designs who 
can get 100 on-screen. Well guys, you really 
stepped in it this time. The Genesis Project (a PD 
project group) have created a demo called Sprite 
Mania (available from The Binary Zone, ref 
BZD1 14) which projects on-screen (read it slowly 
now) TWO HUNDRED AND NINETY sprites. PD 
is free while presumably Direct Designs aren’t... 
Uncle PD wasn’t much use to you then, was he? 

Sorry about the length of this letter, but I’d a lot 


Dear ZZAP! 

No doubt you’re getting tired of all the criticising 
letters coming in but I felt that after all my years of 
reading your wonderful publication, I had to 
contribute. So here’s my effort: 

Paging through an issue of rival magazine 
Commodore Format (don’t worry, I washed my 
hands afterwards) I realised three main things 
about it: 

1. It reads as if it was written for three-year-olds. 

2. It’s got better variety than ZZAP! 

3. If you fiddle around with the CF page-number 
colour scheme you can get it to look exactly like 
ZZAP!’s page-number colour scheme. 

Okay, so point 2 stings, but if you can restrain 
yourselves from using your collective arsenals to 
kick me back to whatever netherworld I came 
from for just a minute, I’ll explain: 


• G’day, Steve. Your club sounds bonzer, so 
how’s about sending us a copy of the mag? 

Bash 
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Dear Miss Whiplash v rA£ \M. f ^ < 

I think ZZAP! is a brilliant mag and Commodore 
Format is crap. 

Now on with the questions: 

1. Is Bart Vs The Space Mutants coming out on 
cartridge? 

2. Is Lemmings coming out on the 
Commodore? 

3. 1 have been looking for Chuck Rock since I 
knew it was out. Please, can you tell me where I 
can get it? 

4. Steg should get 94%, not the 87% Phil and 
Corky gave it. 

5. Miss Whiplash, what’s your first name? 

Gary Boakes, Houghton Regis, Beds 

PS. This the the sixth time I have written, so 
please print it. 

PPS. I fancy this girl in my class. She also 
reads ZZAP!. So can you put ‘I love you, 


• Aw, what a tittle romantic you are! I hope 
it works. 

1 . No, as Nintendo own sole cartridge 
rights. 

2. Yes, eventually. ^ 

3. Try ringing ^ 

Europress Direct q, 

(plug, plug) f 

on 051 357 • 

2961. mm 

4. You’re 1 

entitled to ok 

your opinion. j| 

5. Ah, I only 
tell my c\ose%J 

companions. ^ 

Lash 




on my mind! Incidentally, CF reviews have no 
style whatsoever — they’re filled with words only 
dickheads use, eg ‘prob’, ‘trub’... need I say 
more? LONG LIVE ZZAP! 

Oliver Mooney, Dublin 1 3, Ireland 


• 1.1 must admit I can’t understand it. 

2. We’re always trying to improve ZZAP!, and 
are planning to introduce a techie section. 
Send your technical queries to Brian Strain at 
the usual ZZAP! address. 

I’m always open to constructive criticism 
about my adventure column — as long as you 
don’t mind an axe through your skull. 

As for a modem column, or even a ZZAP! 
net, I reckon it’s too much of a minority 
interest — unless loads of people write in 
saying they want one! 

3. ‘What an amazing coincidence!’ exclaimed 
our designer (and sarcastic git), Mark 
Kendrick. 

Uncle PD hasn’t been since he went missing 
in Amsterdam. Maybe he was ashamed of his 
mistake — nah, he’s never been ashamed of 
anything! 

Bash 


• What are you like? The Vic 20 was o0hat in 1983! Looks like you’ve been had, 
mate. And what’s all this ‘Commodore suppliers’ lark^^Ve’re a flippin’ C 
I magazine, chum, and a C64-onl^|j 

then the screen is somewhere 

of my onboard < Bi 

computer, and off the screen 
onto my hand came a lump of stale Glaxian Curry 
(4 nights ago’s dinner!). YUGKK! It had been 
covering up part of the message which should 
have read, ‘Press Return for 10,000 ZZAP!s’. I 
was blubbergasted, so I hit the thruster and went 
home. 

Some time later (on my own home soil, thank 
God!) I had a thought (I’ve had a lot of thoughts 
this letter!?) why not give all the ZZAPJs to the 
public of my planet? And that’s what I did. Since 
then my people have taken Bash, Phil, Markie and 
of course you, Miss Whiplash, to their hearts (to 
their asses in Markie’s case!). 

Now all the barber shops are called Bash the 
Barbers (I think they’ve taken him the wrong way!). 

All the bog rolls now have a picture of Mr Kendrick 
on them. There is a chain of shops called 
Whiplash Wunders which sell everything from 
whips to chains (nuff said!). Probably the most 
successful of all the ZZAP! crew is Phil: he is now 
a pin-up (!) and decorates the walls of bedrooms 
everywhere. Ah well, here’s some questions: 

1 . Is Street Fighter 2 going to be released for the 
C64? 

2. How would you sum up Street Fighter on the 
C64? 

3. Are there any plans for Creatures 3, Wrestlefest 
or Hit The Ice ? 

4. Please can you return my Megatape 27 (it’s 
been five months now). 

Blip, c/o Scott Woodburit, Belfast, N 
Ireland 


L mm ^HowevefTPy a strange turn |’ve 

t an Aussie chap running a owned my 

irs the Vic 20. His address computer for 
these pages, ; j two years now, but I 

never took interest in 
additional hardware, eg disk 
drives. I just used my computer for games, nothing 
else. But what I’d like to know is: Are 5.25-inch 
disk drives slow? If so, how slow? And can you 
buy a full range of software for the 3.5-inch disk 
drive? 

Noel Grace, Cavan, Ireland 

PS. Can you get WWF Wrestlemania on cart? I 


LASH ■ ' ■ 

THE GAME! 


Dear Lash 

Has anyone ever thought of making a computer 
game about you and Bash? I’m sure it would be 
a hit, especially if at the end you could have 
Scorelord begging at your very sexy ‘kinky 
boots’, pleading for mercy while Bash ‘clubs’ 
him from behind, taking his head off in one 
swipe. Anyway, before I get carried away, I 
have one question to ask: 

1 . Why don’t you show people how to program 
games in your magazine? I would love to make 
some games but just don’t know where to start. 
Thanks for listening. 

Stuart Janies, Swansea, W 
Glamorgan 


• What a brilliant idea, I’d love to go on the 
game. But do we really have to have Bash in 
it? He’s such a clumsy oaf — though if he 
feels like taking a swipe at that scummy 
Scorelord, I’m right behind him! (Watch it, 
missy! And you, Mr James! — Scorelord.) 

1. As Bash said, we re planning a technical 
queries section, undoubtedly including a 
few programming tips. And at the risk of 
repeating myself, try reading ‘Programming 
The Commodore 64’, by Rae West. 

Lash 


• Whiplash Wunders, eh? Hmm, that gives me 
an idea... 

1 . Yes, see this month’s previews! 

2. The least fun I’ve ever had smacking folks. 

3. Not that we’ve heard of. 

4. It must have got lost in the galactic post! 

Lash 


Dear Miss Whiplash 

It’s me again, Blip the alien! You know, that alien 
who won Letter Of The Month a wee while ago for 
reviewing the reviewers. Well, I’m back, and have I 
got news for you? Uh HUH! 

I was zooming around earth in my blue Astro jet 
looking for the latest issue of ZZAP! when up on 
the screen hopped a picture of ZZAP! No 86, and 
below it appeared a message which read, ‘press 
Return for one ZZAP!’ So I pressed Return, 
thinking I was going to get my usual, brilliant, most 
favourite mag in the world, but how wrong I was! 
Thousands upon thousands of ZZAP!s came 
whizzing through my teleport-letterbox-type thing! 


Dear ZZAP! 

On the day of writing this letter I’ve just put a fiver 
deposit on the RoboCop 3 cartridge. But I don’t 
know if it’s any good, as I couldn’t play it in the 
shop because they have no TV cable. So can you 
tell me if it’s worth buying? They also have Battle 
Command , is that any good? 
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Dear Whiplash Whispers 

I suppose this letter won’t get published, but I have to say ZZAP! is the best C64 mag in the 
galaxy. Now for some questions. 

1. Will System 3 be making a Last Ninja IV? 

2. Novagen have released Mercenary II on other computers, will they ever release it on C64 or put 
it on cartridge? 

3. Also any news on Novagen ’s Mercenary III: v ^ 

Universe? ^ 

4. Tell Manfred Trenz to make a Turrican III or I’ll tell ^ ^ 1 ( 

my friend Arnold Schwarzenegger, who lives in i V 

the Pacific Palisades, to come around and give Vjl V C 

him a spanking. > 9 ) J 

5. Also will Jeff Minter make a comeback? iHf 

Come on Jeff, how about Revenge ///?! 

6. Will ZZAP! ever interview System 3, because in 
my opinion they’re the best C64 games company in 

the world, just look at Last Ninja 3\ /• YVw, 

Well, I’d better get back to my bench press. J I 1 \ 

Oh, you’re kinda cute Miss W, how about cornin’ ^NyJ J/ J 

over to Aussie land and I’ll give you a XXXX?! § 

David 'Triphammer' Simmons, V M v 

Tasmania, Australia jpp P^nT 


• I don’t think i‘ll bother coming over — you 
full of XXXX! 

1 . Not in the near future, but maybe some da 

2. Sadly not. 

3. No, but it’ll be 16-bit only, bu /p in 

4. It wouldn’t frighten me. _ 

5. Oh no, not more camels — they give me tli 
hump! 

6. We did one with ’em a while back. 

Lash 


have the tape and think it’s brill, but the loading 
takes too long for me. 


• RoboCop 3 and Battle Command are both 
great games, but if you ask me, the shop are 
giving you a pretty lame excuse. No TV cable 
indeed! 

5.25-inch drives are okay as long as the 
disks use a decent fastioad system — most 
do. Sadly there’s hardly any software on 3.5- 
inch. 

WWF isn’t available on cart — licence- 
holders Nintendo won’t permit cartridges on 
any other formats but their own. That’s also 
why Bart Simpson isn’t on C64 cart. 

Bash 


Dear ZZAP! 

I’ve got loads of questions to ask you: 

1. One night I loaded up Predator and it got to the 
title screen and said press fire to begin. So I did, 
but all it did was carry on loading it. I did this time 
and time again until I started headbutting the C64 
out the window. What shall I do to play this game? 

2. Is Prince Of Persia out on the C64? 

3. Will there be plans for a C64 console to 
compete with the Nintendo and Sega 8-bit. I 
personally find Sega games too easy to complete. 

4. CF’s ratings are very poor. How can they put 
down the Last Ninja as they did in Issue 20? 

5. How fat is Phil? 

6. Tell Corky to get some tips for games like 
Turrican, Barbarian 2, Baal and Dragon Ninja. 

7. Why don’t you lot at ZZAP! get a bit where the 
readers review their best and worst games? 

8 . Why is there a lack of cartridge games on the 
C64? 

9. Could I send diagrams and ideas for games to 
top companies and be rewarded if the ideas are 
used? 

10. Is the C64 version of Shadow Of The Beast 
any good? The Amiga version is brilliant. 


5. Double Dragon 3 

6. First Samurai 

7. Rubicon 

8. Target Renegade 

9. Bug Bomber 

10. Maze Mania 


league or cup options which was sad as the 
games are over far too quick. I agree with your 
rating for this game. 90% is perfect, unlike CF 
who would probably give it 15% or something. I 
must go now, me eggs are boiling!!! 

Lee Dimmer, Litherland, Liverpool 
PS. I desperately need the answer to question 9 


Here are my top 10 games at the moment 

1. Speedball 2 

2. Last Ninja 2 

3. Turrican 

4. The Addams Family 


Yes, these are my faves, though I haven’t seen 
many C64 games as I’ve only had my computer 
since January, but ZZAP! Megatapes have me 
occupied. I’ve especially enjoyed Paradroid and 
Emlyn Hughes , although the latter didn’t have 


• 1. Sounds dud to me, I’d get a replacement. 

2. No. 

3. You what? The C64’s better than both those 
8-bit consoles, and the games are a helluva lot 
cheaper. I’m fed up with this myth that 
consoles are automatically technically 
superior to computers. It just isn’t true. 

4. They have the right to their own opinion, 
even if most of us disagree. 

5. He’s so fat, he can hardly get through the 
office double doors. It’s got so bad besides 
the fact that at his current size increase rate, 
in 1994 the Earth will orbit around Phil’s belly 
he’s gone on another diet: no chips! He’ll 
never keep it up! 

6. I’ll whip him into shape (whether it’ll be 
vaguely human, I don’t know). 

7. Many readers express their opinions on 
games on the letters pages — especially if 
they disagree strongly with a review. 

8. 1 reckon it was the big retailers’ fault they 
wouldn’t allow enough shelf space for C64 
carts, and so not enough people bought ’em. 

9. A bit of a tricky one, that. If you’re not 
careful, some unscrupulous folks might nick 
all your ideas. Make sure you can back up 
your copyright first, by putting your designs in 
an envelope and asking your local bank to 
store it. 

10. It’s technically excellent, but I never liked 
the original Amiga game that much. 

Lash 


IT'S IN THE >51 


Dear Bash, 

I’m writing to you about my problems with a software mail-order company. It started when I ordered 
Space Gun on disk. The company told me it would take a week to get to me. A week went by and 
nothing arrived. So I phoned them up and they said they were out of stock and it would take another 
week to come. After waiting another week and nothing coming, I phoned them up to see what was 
going on. They said they were still out of stock. So I changed my order, I got Super Space Invaders 
instead; it took three days to come. 

After a couple of months, I ordered Creatures 2 on disk. They said again it would take a week. So I 
waited and waited and waited. Then I phoned them up. They said that there was a waiting list for the 
game, and it could take up to a MONTH. The point was, I had already been waiting three weeks for it. 

I tried another mail-order company and they said it would take two weeks, because the main software 
wholesaler was out of stock and were waiting for Thalamus to send some more. At this time I was really 
angry, so I decided to phone Thalamus. The woman on the other end was so helpful. She said that they 
had loads of Creatures 2 on disk in stock. So I ordered one and received a copy within three days. 

So if anybody is finding it hard to get a copy, you should phone Thalamus to get a copy like me. By 
the way it is a BRILLIANT GAME! The phone number is (0494) 474713. 

David Garner, Dudley, West Midlands 

PS. Great mag and I have been getting ZZAP! 64 from Issue 1 . So I must be getting on a bit. 

• Fare thee well, yon elder. The wise old warlock Grondilf tells me that mail-order companies 
have to rely on their oracles. As a magazine like ZZAP! takes considerable time to appear on the 
shelves after being written, the mail-order firms have to guess which games will have been 
released by then, and list them as ‘available’ in their adverts. Inevitably some releases are 
delayed, like Creatures 2. 

Bash 
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We now except Access, Visa 
and Mastercard 


BUDGET 

3D Pool 

3D Snooker 

3D Stockcars 

4 Game Pack Nol (Superkid) etc 

4 Game Pack No 2(Gun Fighter) Etc 

4 Game Pack (Combat) 

4 Most Action 

4 Most Adventures 

4 Most Balls Boots & Brains 

4 Most Cute 

4 Most Fight & Fright 

4 Most Fun 

4 Most Horror 

4 Most Sport 

APB 

A.T.F 

Action Fighter 

Afterburner 

Airborne Ranger 

Altered Beast 

American 3D Pool 

Arcade Fruit Machine 

Arnie....NEW 

Auto Test 

Baal 

Bangers & Mash 

Batman Caped Crusader 

Batman The Movie 

Big Nose American Adventure 

Black Hornet.. .NEW 

Blinky's Scary School 

Bloodmoney 

Blue Baron 

Bobsleigh 

Bod Squad.... NEW 

Bubble Bobble 

Bubble Dizzy 

CJ In The U.S.A 

Cabal 

Captain Fizz 

Captain Dynamo 

Castle Master....NEW 

Cavemania 

Championship Wrestling 

Chase HQ 

Chevy Chase 

Chuckie Egg 1 or 2 

Cobra 

Colossus Bridge 4.. ..NEW 

Collossus Chess 4 

Combat School 

Count Duckula 2 

Crackdown NEW 

Cricket Captain 

Cricket Master 

Cyberball NEW 

DJ Puff NEW 

Daley Thompsons Decathlon 

Daley Thompsons Supertest 

Delux Strip Poker 

Devastating Blow 

Dizzy Down The Rapids.. NEW 

Dizzy Panic 

Double Dare 

Double Dragon 

Double Dragon 2 

Dragon Ninja 

Dragon Spirit 

Drgaons of Flame.. NEW 

E-Motion 

Edd The Duck 

Emlyn Hughes Int Soccer.. ..NEW 

Empire Strikes Back 

Enduro Racer 

Escape Robot Monsters 

Euro Boss 

European Champions 

FI Tornado 

Fantasy World Dizzy 

Fighter Pilot 

Fireman Sam 

Fist 2 

Flintstones 

Football Manager 

Football Manager 2 + Exp Kit 

Football Manager World Cup Edition 


Lords of Chaos 


Tomahawk 

Toobin 

Total Recall 

Tracksuit Manager 

Trapdoor 1 & 2 

Treasure Island Dizzy 

Treble Champions 

Trio Hit Pack (Airwolf 2 Etc) 

Turbo Esprit Challenge 

Turbo Outrun 

Turf Form (Race Horse Predicter) 

Turrican 1 or 2 

Tusker 

Ultimate Golf 

Vendetta 

Viz 

Wonderboy 

World Cricket 

World Cup 

Wulf Pack 

X-Out 

XYBots 

Yie Ar Kung Fu 

Yogi In Greed Monster 

Yogi's Great Escape 


Movie Premier 

Teenage Mutant Hero Turtles, Gremlins 2, Back to the 
future 2, Days of thunder, 

Case 6.99 


Magicland Dizzy 


Man Utd 

Matchday 2 

Mayday Squad Heroes 

Mean Machine 

Mega Pack (Starray Etc) 

Menace 

Miiami Chase 

Miami Vice 

Microprose Soccer NEW 

Midnight Resistence 

Mini Office 

Monty Python 

Moonwalker 

Multi Player Soccer Manager . 
Multimix 4 (3 Gauntlet Games) 

Murray MOuse Super Cop 

Myth 

Narc 

Narco Police 

Navy Moves 

New Zealand Story 

Nightbreed 

Ninja Rabbits 

Ninja Warriors 

Operation Thunderbolt 


Star Pack 

Dark Fusion, Future Knight, Hate Artura 
Cass 3.75 


Multimix 5 

Monty On The Run, Jack The Nipper 2, Auf 
Wiedersehen Monty, Cass 4.50 


Operation Wolf 

Pack Of Aces (Boulderdash Etc) 

Pacland 

Pacmania 

Paperboy 

Pegasus Bridge 

Platoon 

Popeye 2 

Postman Pat 

Powerdrift 

Pro Tennis Tour 

Pub Games 

Puffy's Saga 

Puzznic 

Q-10 Tankbuster 

Quattro Adventure 

Quattro Arcade 

Quattro Cartoon 

Quattro Coin-Ops 

Quattro Combat 

Quattro Fantastic (Wacky Darts) Etc 

Quattro Fighters 

Quattro Firepower 

Quattro Power 

Quattro Racers 

Quattro Skills 

Quattro Sports 

Quattro Superhits 

Rainbow Islands 

Rambo 

Rambo 3 

Red Heat 

Renegade 3 

Rick Dangerous 

Robocop 

Ruff & Reddy 

Running Man 

Scramble Spirits 

Seymoor goes to Holywood 

Shadow Warriors 

Shinobi 

Shoot em up 

Construction Kit 

Silent Service 

Silkworm 

Skate Wars 

Sleepwalker 

Slightly Magic 

Sly Spy Secret Agent 

Soccer Double 

Soccer Double 2 

Soccer Double 3 

Soccer Pinball 

Soccer Rivals 

Sooty & Sweep 

Space Harrier 2 

Spitfire 40 

Sports/Skill Pack 

Sporting Triangles 

Spy Who Loved Me 

St Dragon 

Stack-Up 

Steg The Slug 

Steve Davis Snooker 

Stieger 

Strider 

Strike Force Harrier 

Strip Poker 2 

Stryker Crypts of Trogan 

Stunt Car Racer 

Summer Olympaid 

Summercamp 

Super off the Road Racer 

Super Seymoor 

Supertrux 

Switchblade 

System 8 (Pools Predictor) 

T-Pac 

Tai Chi Tortoise 

Tarzan Goes Ape 

Test Master 

The Action Pack 

The Addicta Pack 

The Hit Pack 

The Match 

The Muncher 

The National 

The Power Pack 

The Real Ghostbusters 

The Sports Mix (Beach Buggy)Etc 

The Thriller Pack (Fri 13th Etc) 

The Untouchables 

Thomas The Tank Engine 

Tin Tin on the Moon 

Titanic Blinkey 


Best of Elite Vol. 2 

Paperboy, Battleships, Ghost & Goblins, Bombjack 
2, Caee 3.75 Disc 3.75 


Dizzy Collection 

Dizzy, Fastfood, Fantasy World, Dizzy, Treasure 
Island Dizzy, Magicland Dizzy, Cass 7.99 


Mighty Bombjack Cass 


The Soorts Pack 

ay, Pilot 64, Handicap Golf, World 
Cup, Test Match 
Cass 3.75 


Pitfighter Cass 

Daily Double Horse Racing Cass 

Wintercamp Cass 

Cisco Heat Cass 

Monopoly Delux (Disc Only) 

Turtles 2 (Disc Only) 

Creatures 2 Cass 

Flimbo's Quest 

Rolling Ronny 

Wintercamp (Disc) 

Last Ninja 3 Cass 

Turbo Charge (Disk Only) 

{Tram 2600 QYRTRIDQES 

Zaxxon 

Decathlon 

Rampage 

Tomcat FI 4 Fighter 

My Golf 

California Games 

Summer Games 

Pick 'n' Pile 

River Raid 2 

Ghostbusters 2 

Acid Drop 

Enduro 

Ghostbusters 

River Raid 

Skate Boardin 

Kung Fu Superkicks 

Basketball 

Dark Chambers 

Off The Wall 

Double Dunk 

Chopper Comand 

Kung Fu Master 

Super Football 

Frostbyte 

Tennis 

Pole Position 

Keystone Capers 

H.E.R.O 

Title Match Wrestling 

Mousetrap 


Flight Pack 

Deep Strike, Combat Lynx, Pilot 64, First Strike, 
Casa 3.75 


Quattro Meflaatars 

C. Js Elephant Antics, Bigfoot, Little Puff, Sky 
High Stuntman, Cass 3.75 


Hanna Barbera Cartoons 

Yogi's Great Escape, Hong-Kong Phooey, Ruff & 
Reddy, Beverley Hills Cats, Cass 7.99 


Lineker Collection 

G L Superskills, G L Hotshots, G L Superstar 
Soccer, Italia 90, Cass 7.99 


ORDER FORM AND INFORMATION. 

ALL ORDERS SENT FIRST CLASS 

SUBJECT TO AVAILABILITY JUST FILL IN THE COUPON AND SEND IT TO- 
A M M A SOFTWARE 21 SPRINGHILL RUGELEY STAFFORDSHIRE, WS15 1BT 


Footballer of The Year 2 


3.75 

NEW 3.75 
2.99 


Frankenstien 


Frostbyte 

G.Souness Soccer 

Manager..NEW 

Game Over 2 

Gemini Wing 

Ghostbusters 2 

Ghouls & Ghosts 

Go For Gold 

Golden Axe 

Gunship...NEW 

Hard Drvin 

Heroes of The Lance 

Hit Pack 1 (K.Dalglish) Etc. 


PRICE 


Hit Pack 2 (J.Wilsons Darts) Etc . 
Hit Pack 3 (Ninja Commando Etc) 

Hobgolblin 

Hostages NEW 

Hypersports 

Indiana Jones/Last Crusde ... 


POSTAGE 

TOTAL 


Indiana Jones/Last Crusde 

International 3D Tennis..NEW 

International 5 Aside 

International Ninja Rabbits 

Italia 90 

Italy 1990. ...NEW 

Jack Nicklaus Golf 

Jaws 

Jimmy's Manager 

Kenny Dalglish Soccer Manager 

Kick Boxing 

Kwik Snax 

Last Nin a 

Last Nin a 2 

League Football 

Licence to Kill 


Name ... 
Address 


Postcode 


POSTAGE RATES PLEASE ADD 50p P & P ON ORDERS UNDER 5.00 OVER 
5.00 P & P FREE. CHEQUES PAYABLE TOAMMA SOFTWARE 


4 Most World S 


Multimix 1 

Leaderboa rd, Leaderboard Tornement, World 
Class Leader Board. Cass 4.50 


Thrilltime Gold 

Paperboy, Ghost & Goblins, Bombjack, Batty 
Turbo Esprit Cass 5.25' 


Best Of Elite Vol, 1 


Dizzy's Excellent Adventures 

)izzy Panic. Kwik Snax, Dizzy Down the Rapids 
Spellbound Dizzy, Dizzy Prince of the Yoikfolk. 
Cass 7.99 


4 Most Cute 
Double Trouble. Puncf 
-iarpaws. Cass 3.75 


Cartoon Collection 

iightiy Magic, Little Puff, Seymoor Gqg 
jiywood, Spike in Transylvania, C. J. 
Elephant. Cass 7.99 


Wheels Of Fire 
i, Chase HQ, Power Drift,- Hard 
Drivfrv, Cass 8.99 
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bonnet lurks a 
demon of a motor. 
M Yes, we’ve all 
seen this style 

Bf umpteen times 
"W before (as 
T proved in my 
W racing feature) 
but rarely has it 
been done 

§gH| c,uite so slick| y 

W (ho ho), with 
great 

graphics (boats 
the harbour at 

Monaco etc) and neat presentation screens. 

It’s a shame there aren’t more circuits to race 
on, and I reckon the multiload (for three tracks at 
a time) could have been avoided. 

Nevertheless, Slicks plays extremely 
well in both one- and two-player f\ . 
modes. Better value than a used / \ 

Metro, guv (anyone wanna buy / ) 
mine?). ^ / 


Part exchange 

Doing well in races earns you Championship 
points, but you’d have a hard job winning anything 
in your Benetton. This is where the innovative 
challenge feature comes in. Before a race you can 
challenge any of the other five drivers. If you then 
beat that driver (whose car flashes continually) in 
the race, you swap cars with him. 

Beating a higher-powered car takes some doing. 
Your opponent will have more speed on the 
straights, so time must be made up with efficient 
cornering. Excitement is added by the way you 
can usually bump your opponent on the starting 
grid, zoom way ahead, with him eventually using 
superior speed to catch you near the end of the 
race. You then need to do lots of defensive 
swerving and barging to stop him getting past. 

Sometimes, drivers in worse cars will challenge 
you. As long as you don’t crash, you should be all 
right — the main nuisance is that they prevent you 
from challenging anyone else. 

Winning the World Championship certainly 
takes some doing, as our Nige knows, but if you 
do well one year you start the next with your 
current car. So even if you’ve no chance of 
winning this season, there’s always something to 
keep playing for. 


• CodeMasters ^ 
£3*99 cassette ^ v 

At last, thought PHIlXj^ 
'GREASY QUIFF' KING, 
Brylcream computer 
game! But before he could 
slick back his strands, he 
was left in a cloud of 
smoke on the starting 
grid. 

A s if I haven’t done enough racing this 

month... No! No! No! I’m not doing it for 
less than 23 million dollars! What? That 
Brazilian chappie’ll do it for free? Oh well, all 
right then... 

Let’s take a good look at this little motor’s 
spec’s. Hmm, looks pretty slick to me: 
multidirectionally scrolling overhead view, 

Grand Prix season over six international 
circuits, practice mode, qualifying laps, two- 
player racing... But how does it go? 

The solo game is incredibly compulsive. 
Climbing into your Benetton car, wait for the red 
starting lights to turn green, push your pedal to 
the metal (or rather, finger to the fire button) 
and away you go. 

And very nippy your car is too, as you rotate 
it left/right to get round the smooth-scrolling 
track. Go too fast round a corner and you drift 
wide — going onto the grass slows you down; 
hit the tyre wall and your car spins off 
permanently. This isn’t too bad in qualification 
— you just start at the back of the grid — but in 
a race it means an automatic last place. \ 


• There’s little room for overtaking as 
the cars go round a tight bend, so it’s 
bump-’n’-barge time. 


Driving duet 

The two-player game is a real bonus, based on 
the one in Codies’ Micro Machines on the 
Nintendo. It’s a straight two-car duel with the 
drivers trying to get far enough ahead to scroll the 
other car off the screen, Hot Rod style. This 
removes one of the loser’s lights and adds it to the 
winner’s. This driving ‘tug of war’ is great fun, a 
real yo-yo battle of wills and skills that can go on 
for ages. 

At first sight, Slicks looks old hat, but under the 
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Multiload, but p ractice and 
two-player 

options W £. 9 JMa 


Tiny cars on smooth- 
scrolling, T7T 
detailed tracks 


An okay title tune but with 
weedy engine WHfT*"* 
effects T*. wa 


Simple racing action which is 
instantly fV 'T 

j appealing L * rT&jL* 


Championship and duelings 
maintain ; 

interest f • ! • jryv 


I caused by playing Stfcks. I know, I 
know, i normally love this game type, 
but there are two things that annoy me 
immensely here. The first is the i 
f narrowness of the tracks; there’s 
barely enough room to swing a 
metaphorical cat. The second is, why 
didn’t the programmer provide pointers 
to show where (and when) a bend | 
appears? The tracks are tortuous 
enough without the player having to 
possess telepathic powers! 

I suppose after a few games you do 
begin to learn the layouts of the different 
tracks, although this doesn’t completely 
excuse the oversight. Graphically Sticks 
is competent — colourful backgrounds 
and small, neatly drawn sprites 
complement each other. Control of the car 
is tricky at first, especially considering the 
handicaps I pointed out earlier. But I 
reckon Sticks is just about 
worthy of consideration, IVAO/ 
especially as Phil loves it. M |#/| 
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V ampires are a great laugh, 
aren’t they? They’re 
immortal, completely 
immoral and the owners of a set of 
choppers the big bad wolf’d be 
proud of. But I can’t understand why 
they bite beautiful young maidens on 
the neck — it’s not what I’d do. 

Ahem, but back to the review... 
deep in the heart of Transylvania 
stands a castle. It’s not just any old 
castle though, it’s the home of Count 
Duckula, last in a long line of 
bloodthirsty vampires who for 
centuries wreaked havoc in the local 
villages. 
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£3.99 cassette only 

Can Duekula If 'quack' it 
as a budget game, or is it 
out for the 'count'? Has 

ftAAni# ^DUBCIIC MEAATIlfE* 

SvK#ikl%l% Bm ■ ■ E I ui S JMk. 1 1 w E 

CASWELL gone completely 
'quackers'? Can w© shut 
him up long enough to 
write the chuffing review? 
Read on and find out... 
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• Above: Jack must be outta his box if 
he thinks he can thwart the feathered 
fellow. Below: The Count soldiers on! 


Fangs ain't what 
they used to be 

The Count held the peasants in ^ 
the grip of an iron glove, but 
as in all good B-movies he 
was staked to death by Vl 
angry peasants. He can only l\ 
be brought back to life once \ 
every hundred years, and one i\ ^ 
dark and thundery night saw i\* 
the hundredth anniversary of his 
demise. But Igor, his manservant, Y 
used tomato ketchup instead of l 
the ol’ motion lotion when bringing ' 
him back to life. Count Duckula was 
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the re 
night, 
(not q 
The 
Igor a 
samp 
is to c 
packe 
off for 
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• Above: Duckula’s castle rockets into space, avoiding meteors • Count-down to disaster! Caught between a couple of, er, 
and satellites galore. Below: Caught in a tricky bit, the Count gonk-type thingies our hero’s gonna have to do some quack 

calls for his hero Terrific Terence - who zooms to the rescue! thinking! Time to quack open the ketchup? 
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A tad blocky, b ut the main 
characters are 
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• When I die don’t you bury me at all, just nail my bones up on the wall - and beneath 
my bones let these words be seen: This is the bopping gear of a rocking machine!’ 


• Boinggg! These jack-in-the-box \ 
critters are a menace indeed - \ 

you can Count on it! \\ 

the result, a vegetarian vampire duck who, at 
night, turns into a bat and steals your spuds ^ 
(not quite the same, is it?). V 

The game starts when Duckula, Nanny and \ 
Igor are on one of Castle Duckula’s turrets, 
sampling Nanny’s latest home-made potion. This 
is to celebrate Duckula collecting his first cereal 
packet top. He’s collecting several squillion to send 
off for a Tremendous Terence Super Hero Helmet, 
so he can be just like his hero. Meanwhile 


B i’s arch rival, the vampire 

Von Goosewing, has 
a rocket to the turret the 
lunate trio are standing 

The result is Duckula and 
d being launched into 
pace, and straight into an 
asteroid field. The turret 
moves vertically up the 
screen, while asteroids 
nd satellites zoom 
trd on a collision course, 
is needed to avoid the 
ruyue oujecis, or it you’re feeling violent you 
could try zapping the asteroids with the turret’s 
lightning conductor. At the end of the level, 
Duckula’s hero Tremendous Terence smashes his 
spaceship into the turret (worra wally), causing it to 
crash-land on a nearby planet. 


The second part is just as simple, with the only 
problem in the timing of jumps across moving 
platforms. There are a lot of teddy bears, toy 
soldiers, jack-in-the-boxes, etc around, but a 
quick squirt of the or tomato ketchup soon 
disposes of them. 

The younger end of the C64 
market should at least consider ++***+ 
buying Duckula II, but for 
seasoned games players it’s a tad 
too easy. _ 
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• Oh woe is me! I really 
wanted to like Duckula, 
but at the end of the day there’s just too 
little to it. 

The asteroid section’s great — the 
animation of the cartoon characters 
faces next to the score panel is so 
fluid it could have been digitised from 
the TV! The platform bit’s good too, but 
once you’ve finished it, that’s it — no 
more game! 

Zeppelin pitched their game at the 
younger end of the market and 
succeeded admirably in creating a 
simple yet playable game. With a couple 
more sub-games it would’ve 
been a steal, but as it stands f 
there’s just not enough here j 
to justify splashing out _ 

on. 


The turret loses its lightning conductor in the 
process, so the player must guide Duckula on a 
search for it. There are plenty of cute denizens 
trying to whack Duckula over the bonce and turn 
him into a cuddly little critter. Luckily he can fight 
back: collecting ketchup bottles means he can spray 
baddies with red sauce to stun ’em. 

Also, by collecting cereal packet tops, Duckula can 
become like his hero for a short time. The real 
Tremendous Terence can even be called on to help, 
a limited number of times. 

So grab that lightning conductor and zoom off 
home, a steaming glass of Nanny’s potion is waiting 
for you. And you may just be able to get your own 
back on Herr Von Goosewing. 

If someone tortures me horribly, I’ll admit to 
watching the TV series a few times (oh all right, it’s 
one of my favourite cartoons). I suspect Duckula If s 
aimed at a younger audience than me (an old fart 
who’s pushing three decades — Ed). The first 
section’s easy to complete: after a couple of head-on 
collisions with the asteroids, I dodged them expertly. 


Passable rendition of the TV 
title tune and W'W, v - w a 
spot effects LV JjL-1 
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This game is really, really 
easy to get W 


into... I 9 
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1 o&T^* 

blow yer socks off (if you're 
wearing socks at the time, that 
is). 

^ ^ is 12 issues of the 
mega-brill ZZAP! magazine, 
plus an absolutely free 
Qukkshot joystick. Yes, for an 
amazingly low £ 29 . 50 , a copy of 
ZZAP! will drop onto your 
doormat for 12 months. Amuse 
your friends, confuse your 
enemies. 

you'll have a brand- 
spanking-new joystick to play all 
the non-heinous Megatape 
games. 

And if you think is 

fantabulous, wait till you get an 

Here you'll 


1 f ~ Have you 

subscribed to the 

Hp§|§|ig| best mag in the known 
W 'mfmj universe yet? If not, 

why not? ZZAP! 64's 
bigger, brighter and 
better than ever before. 
There are now two 
Megatapes, stuffed with 
eight of the most playable 

r games around and 

Sellotaped to the front of 
each issue. The inside of the 
mag is just as good: it's 
bigger, brighter, wider 
w (erm... — Ed) and cheaper to 
j subscribe to than certain other 
f C64 mags we could mention 
I (but we won't 'coz we're so 
[ nice). 

The twos have it this month, 
'coz along with the two 
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eyeful of 
receive 1 2 issues of ZZAP!, plus 
a Trojan Phazer gun (worth £35 
in the shops) and six games: 
Operation WoM, Gunslinger, 
Cosmic Storm, Ghost Town, Baby 
Blues and Goose Busters. The 
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Yes, I agree that ZZAP! is the guiding light for 
the whole universe, and this month’s 
subscription offer’s the best thing since they 
invented the disposable polka-dot halibut. So 
send me the next 1 2 issues of ZZAP! with my 
choice of freebie, and I’ll be eternally grateful 
(well... for the next ten seconds, at least). 


□ I live in the United Kingdom (£29.50 & 
joystick) 6007 

□ I live in the United Kingdom (£34.49 & 
joystick AND Ttojan Phazer gun & six games) 
6008 

□ I live in Europe or Eire (£36 with Megatapes 
but no freebies) 6009 

□ I live outside Europe (£50 with Megatapes 
but no freebies, airmail) 601 0 


Method of payment: □ VISA □ ACCESS □ 
POSTAL ORDER □ CHEQUE 

Credit card number:.. 

Expiry date: 

Signature: 

Name: 

Address: 


...Postcode: 

Make cheques and postal orders payable to 
Europress Direct. Send this form with payment 
to: Europress Direct, ZZAP! SUBSCRIPTIONS, 
FREEPOST, Ellesmere Port, South Wirral L65 
3EB. No stamp needed! 

Phone orders: Tel: 051 357 1275. Fax: 051 357 
281 3. Subscription enquiries: Tel: 051 35 2961 . 
Please tick if you do not want to receive 
promotional material from other companies Q 


This offer is not valid after 22 October 1 992 and 
7.62 nanoseconds. 




ZZAP! 64 No. 89 October 1992 




* s & s « 


[ 1 j J : * 

' L * * * 


• \lu WBmT 





1 " 


Ok aA ^ WSfi 

k 

1 











Don’t know the rules of squash? No 
worries! 

There are three horizontal lines on the far 
wall of the squash court — a serve must hit the 
wall above the middle one, and below the 
topmost line, then land in your opponent’s 
area. After that the centre line can be ignored, 
and players merely have to bash the ball 
between the top and bottom lines, bouncing off 
the side and rear walls any number of times 
but only hitting the floor once. 

Win a rally and you win a point or the serve 
— only the server can score. First player to 
score nine points wins the game, but if the 
score reaches eight-all the receiver has the 
option of playing to ten points instead. 
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undefeated, no-one. but NO-ONE has dominated 
a sport like Jahangir has squash (Corky comes 
top of the Essex and District Trainspotter’s Sumo 
League every year, but as he's the only member it 
doesn’t count). So will the game that bears his m 
name live up to his illustrious reputation, or 
will it, like his opponents, be left behind? 

Despite being one of the oldest computer 
games ever, squash isn’t very well covered on f 
the C64. From the dawn of time there's Pong. I 
a ridiculously simple bat-and-ball tennis sim B- 
that spawned football and squash variants. 

Jonah Barrington's Squash hit the shelves in 
■■■■■ 1 985, though it didn't exactly I 

I set the world alight, then came I 

I Jahangir Khan... I 

| Back in issue 76 Stu and Phil I 

J ;:' I argued, ‘However good a I 

i «=: I squash sim is, it’ll never be a 1 

ikxns | killer game as the sport doesn’t I 

I_R I convert that well'. They’re right I ™ 

I I suppose, but I love Jahangir to 

ijEus 1 1 death! 


IAN 'UNFIT TO LIVE' 
OSBORNE makes an awful 
racket as he knocks his 
ball against a wall... 

I s this man the greatest sporting superstar 
ever? World champion at 1 7 and veteran of 
500 matches over a six-year period 


Needless to say all the options in the world 
wouldn’t make up for poor gameplay, but no 
worries — Jahangir plays like a dream! Like 
ail good racquet-sims the controls take a 
little getting used to at first, but once 
mastered they’re simplicity itself — long 
rallies and intricate rebound shots soon 
become the norm. Players don’t move very 
fast, but an accurate player-to-ball speed is 
maintained. 

The most impressive thing about the game 
screen is the groovy animation — it really is 
superb! The players ‘spin’ racquets at the 
beginning to decide who serves first, and 
even shake hands before starting. If they 
‘collide’ they just pass through each other, 
which is a good thing. Emulating squash’s 
complex obstruction laws would’ve made the 
game unplayable. 

For all its outstanding qualities, Jahangir 
Khan World Championship Squash is still 
limited by the restrictions of it’s host sport — 
just how good can a squash sim be? A 
blinding game in its own right, it certainly 
worked for me, but won’t appeal to everyone. 
Well worth the risk at four quid though! 


As comprehensive a sim as you 
could want, both world and club 
tournaments are on offer depending 
on which side of the tape you load. 

A tournament is divided into eight 
stages, each a sort of mini-league in 
which four to six players compete 
— everyone plays everyone else, 
then the top two players are 
promoted, the bottom two going 
down. If that fails to grab you, try the 
knockout cup challenge! 

Each player has six individual 
stats, including stamina, speed, 
tactics and judgement — win a 
match and you can upgrade one of 
'em. Any number of human bods 
can muck in, and if you’re really 
sad you can watch two computer 
players compete. Several types of 
squash ball are offered, ranging 
from not-very-bouncy to very- 
bouncy-indeed. The bouncier the 
ball, the more time you get to 
react. 
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Although its 24 levels were far too samey to make 
it a classic, the coin-op's blinding feeling of speed 
made it good for a few plays, especially the sit-on 
hydraulic version. Not so the C64 game — all the 
arcade elements are there, but it’s so blimmin’ 
boring! Robbed of the coin-op’s mega-speed, 
design weaknesses are cruelly exposed, leaving 
gameplay that’s thinner than Markie Kendrick’s 
hair. 

Acceleration is automatic, reducing the game to 
a simple left-right-fire outing. Your front-mounted 
blaster can be targeted on airborne or ground- 
hogging vehicles, but apart from this, aiming is a 
simple matter of making sure you’re in line with 
the baddie before hitting fire. There’s no choice of 
routes, no on-screen opponents to race, no terrain 
hazards, no nothing really — just reach the end of 
the track within a certain time, then start all over 
again. 

The graphics are awful — your high-powered 
super-duper racing craft looks like a curling stone 
with water wings, doing battle with assorted 
supermarket trolleys, Zimmer frames and a brick. 
The backgrounds look more like the backdrop for 
a badly filmed Pink Floyd concert than a futuristic 
tunnel, and give no feeling of speed at all — if it 
wasn’t for your speedo you’d be hard-pressed to 
tell whether or not you’re turbo-boosting. The 
sound’s a joke too — ever sat in the middle of a 
lawn-mower factory while they were testing a new 
batch? Well it’s just like that. And to cap it all, 
when the sprites come together there’s a 
horrendous amount of character clash! 

At the end of the day STUN Runner is a piddle- 
poor conversion of an impossible-to-convert coin- 
op — five minutes after loading, you’ll have seen 
everything the game has to offer, and that’s 
virtually sod all. A disaster on the C64, a bore on 
the Amiga, our only consolation is that the chronic 
Speccy version makes it look almost good! 


h whoopie-flip, it’s this pile of tosh again! 
Why haven’t they got the message yet? 

As a full-priced outing it was in the bargain 
bins weeks after hitting the shelves, in the 
exceptionally weak TNT 2 compilation it was still 
the traditional turkey, and now Ocean have 
bought it for their Hit Squad label! How bad does 
a game have to be before it disappears up its own 
backside in a puff of pixels? 

In the arcades, STUN Runner was a fair game. 
Guide your STUN craft through a 24-level tunnel 
complex, dodging indestructible drones, blasting 

various baddies, and 
swerving frantically to 
avoid bomb-dropping 
flyers. Colliding with 
enemy vehicles 
doesn’t harm your 
craft, but does slow 
you down. 

Like a bobsleigh 
pilot you can ride the 
walls of the tunnels, 

. sitting high on the 

I **# , turns to achieve 

pi maximum speed, 

I#" hitting a turbo-boost 

f M 1 pad increasing your 

“ J^fp speed to an amazing 

m. 900-odd mph. Ride 

Jk over shockwave pads 

to collect a smart 
bomb, which can be 
lllii activated whenever 

y QU p| 0aSe 


Ever driven a red 
gobstopper through a 
maze ot drone-infested 
tunnels? Do you want to? 
IAN 'DOWN THE DRAIN' 
OSBORNE has the answer. 
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WE STOCK ONLY THE VERY BEST PD FOR THE CBM 64 INCLUDING MUSIC AND GRAPHIC DEMONSTRATIONS, 
UTILITIES, PD GAMES AND MUCH MORE! NOT ONLY DO WE SUPPLY THE LATEST RELEASES BUT WE ALSO 
STOCK MANY OF THE CLASSIC GOLDEN-OLDIE DEMOS! YOU ARE ENTITLED TO A -FREE- DISK OF YOUR 
CHOICE WITH YOUR FIRST ORDER! 

WE DONT JUST CATER FOR DISK USERS EITHER, NOW TAPE USERS CAN GET IN ON THE ACTION BY 
CHECKING OUT THE NEW TAPE RANGE WHICH COMPRISES OF SEVERAL 90 MINUTE CASSETTE 
COMPILATION TAPES BURSTING AT THE SPOOLS WITH THE HOTTEST PUBLIC DOMAIN SOFTWARE 
CURRENTLY . A 

AVAILABLE! 



AS WELL AS SUPPLYING PD SOFTWARE, BINARY ZONE HAS JUST RELEASED THE AUDIO RANGE. WE HAVE 
PRODUCED TWO 90 MINUTE MUSIC CASSETTES CONTAINING THE BEST PD MUSIC FROM BOTH THE CBM 64 
AND AMIGA! 

FOR MORE DETAILS SIMPLY WRITE DOWN YOUR NAME AND ADDRESS AND SEND IT ALONG TO THE USUAL 
BINARY ZONE PD ADDRESS WITH A-FIRST CLASS STAMP-.... I WILL THEN SEND YOU A SCRUMMY -FREE- 
CATALOGUE! 

PLEASE MAKE SURE YOU STATE WHETHER YOU ARE INTERESTED IN A -TAPE CATALOGUE-OR A- DISK 
CATALOGUE- SO I SEND YPU THE RIGHT ONE. DETAILS OF THE AUDIO RANGE ARE CONTAINED IN BOTH 
CATALOGUES. 



GREETINGS TO: MflD, BETRAYER. FLIMBO. TLF, HELLRflISER, JOE (T.B.H), UNCLE X. FEEKZOID, THE CHIEF. MAESTRO, ANDY FLEXI 
ROBERTS. STIMPY & SMOKIE/64 EXPRESS, ALF YNGVE AND ALL MY OTHER CHUMS AND CONTACTS IN THE SCENEI 


Commodore 64 Power Supplies £19.99 

Commodore 64 Compatible Data Recorders ..£29.99 

Commodore Tape Head Alignment Kit £9.99 

Tape Head Demagnetizes £9.99 

Commodore 64 Light guns and games £24.99 

Commodore 64 Handbooks £6.99 

Commodore R.F. leads £3.99 


Prices include VAT, postage and packing 


All orders sent by return: Cheque/Visa/Access 

Trade-in-Post, Victoria Road, 
Shifhal, Shropshire TF11 8AF 

Tel/Fax (0952) 462135 “ ™ 
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STRATEGY 

SPORTING NEWS BASEBALL: It's statistically staggering, and it's 
incredible graphics and exciting life-like gameplay make it the ultimate in 
baseball simulation. You can control, play and manage your own big 
league team. Now, play ball C64 disk £14.95 

OMEGA: Join the elite cybertank engineers. You will lead a monumental 
effort to design the supreme cybertank and test it in simulated combat. 
You must define chassis specifications, install lethal weaponry, integrate 
electronic systems and devise the Artificial Intelligence that make your 
design more cunning, and more deadly, than any other. C64 disk £19.95. 

MICROLEAGUE BASEBALL II: Be the manager of Major League 
Players. Stats and strategy for the serious fan. Real players, true 
performance. You set up and change line ups, pick your spots for pinch 
hitters and relievers, decide when the players will steal, bunt or do a 
pitchout. For 1 or 2 managers. C64 disk £24.95 

PANZER BATTLES: Re-live six great battles from the Russian Front, 
ranging in size from three divisions a side at Prokhorovka to 20 or more at 
Kharkov. This detailed, yet simple to use, simulations will deliver hours of 
engrossing entertainment. C64 disk £24.95 


CLUE BOOKS: at £7.95 each: BUCK ROGERS, CHAMPIONS OF KRYNN, 
CHAOS STRIKES BACK, CURSE OF AZURE BONDS, DEATH KNIGHT OF 
KRYNN, DRAGON WARS, DUNGEON MASTER, ELITE, ELVIRA I OR II, EYE OF 
THE BEHOLDER, GATEWAY SAVAGE FRONTIER, MIGHT & MAGIC I OR II, 
POOLS OF DARKNESS, POOL OF RADIANCE, ZAK McKRACKEN, INDIANA 
JONES AD V., SECRET OF SILVER BLADES, SECRETS OF MONKEY ISLAND. 
£8.95 each ULTIMA V, or VI., EYE OF THE BEHOLDER II, MONKEY ISIAND II 
DARK QUEEN OF KRYNN, PROPHECY OF THE SHADOW, TREASURES OF 
SAVAGE FRONTIER 

Mall order only. Please allow 28 days for delivery please.make cheques payable to 
CINTRONICS LTD. Free post & packing within the UK. EUROPE add £2 per item. 

Rest of the world ,add £3 per Item. 

CINTRONICS LTD. 16 Connaught Street, London W2 2AG 
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'Albatross', 'Eagle', 
'Birdie', 'Par' and 
'Bogey', the golfing 
terminology's certainly 
confusing to Joe Public. 
But never fear 'coz MARI 
'SLAZENGER' CASWELL's 
here to attempt an 
explanation of the finer 
points of a game where 
the 1 9th hole's the most 
important. 


A part from being a 
legendary golfer 
and having a 

VERY silly nickname (The 
Golden Bear), Jack 
Nicklaus is also a dab 
hand at designing golf 
courses. To prove this, 

18 of his favourite holes 
have been bolted 
together to make a very 
playable golfing game. 

Up to four humans can 
participate, with an 
additional computer 
opponent ready to whup 
your ass if required. 

A massive range of 
options includes two difficulty levels, stroke or 
matchplay, practice mode, driving range and 
practice green. There are two courses to 


P I a** a ratihd 
Practice a Hole 
Or-ivirif r arcge 


choose from: Castle Pines and Desert 
Mountain. 

Make your choices and it’s onto the first hole. 

I After a map view of the hole and a 
helpful hint from Jack, your golfer’s 
shown at the tee. To the left is the 
power bar with various info below 
(number of hole, distance left to go, par 
etc). You can also adjust your aim and 
the type of the club used. It only 
remains to select a club, whizz the 
power bar into the red and whop the 
ball into orbit (mind that satellite, 
matey). 


mmsm 


Hole lotto fun 


it strikes me the old ZZAP! team were 
im a bunch of moaning minnies: in my 
opinion Jack Nicklaus is worth a lot 
more than the 55% they awarded it in Issue 51 . 
In their defence though, there were a lot of 
golfing games around at the time, not to 
mention the almost legendary Leader Board. 
Nowadays there aren’t many new ball-whacking 
games about, so the field’s open. 

Anyway, Jack Nicklaus is just my cup of tee 
(tee heel). Graphically the game’s slightly 
blocky, but that’s not too much of a pain in the 
posterior. What is pretty bad is the update time 
between screens, and the almost deafening 
silence. I thought I’d gone ‘mutton Jeff’ when I 
first started playing. 

However, what really matters is playability, 
and that’s where Jack Nicklaus scores high (or 
in golfing terms, should that be low?!). If you’re 
tired of Leader Board, this is a good buy on 
budget. If you haven’t got Leaderboard, it’s an 
excellent purchase. And all for FOUR! quid... 
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Strefoe play 


line 

Tmo pincers 
Three ^layers 
ifiMir pliers 


Use the Joystick to 

the button To select* 


CORK V 


Placer: t 

Hole: 

Stroke : 5 

Par : 

Distance 

4 F t . 

Total IT 

over par 
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Debris is piled high in 
every direction, and 
rotting mounds of putrid 
gunge litter the floor: 
MARK 'TOXIC AVENGER' 
CASWELL's bedroom is a 
sight indeed, so we 
thought he'd feel right at 
home reviewing this post 
apocalyptic romp ••• 

S uper Sprint - style games have been around 
since the inception of the Commodore 64, 
and Issue 68 saw the arrival in the ZZAP! 
pit-stop of another one. Based on the Tengen 
coin-op of yesteryear, Badlands takes the player 
to a Mad Max-style post apocalyptic world. A vast 
nuclear war has devastated the planet we know, 
and created a 
radioactive hell (ie the 
ZZAP! office after Phil 
opens his lunch box). 

But motor racing is 
still a popular pastime 
with the remnants of 
humanity. Violent 
contests are held in a 
zone called the 


‘Badlands'. Cars are armed and 
armoured and losers don’t walk I 
away (they’re often stretchered 
off). There are eight single- 
screen, plan-view tracks and one 
or two players can participate. 

Each race is hotly contested by 
three cars (at least one j 

computer-controlled), with four | 

laps of the track needed to j 

complete the current section. 

The first couple of tracks are J 

pretty straightforward, but they 
soon become very tortuous (slam ■ - 
on those anchors, buster). Added j 
to the twisty route are other nasty ' 
surprises such as oil and water ■■■ 
patches, death-defying jumps and spikes 


; 

1 n illi i Stu, Rob, Phil 

\_ 0 r ^ >000 nr Wozza like Super Sprint - style 
games (not true! — Phil), and this jaundiced 
their review. 

I personally love racing games and found 
Badlands very playable. As with many games of 
this type, the car’s initially frustrating to control. 
And this is what puts a lot of people off the genre, 
but a bit of patience pays great dividends. 

On the graphics front, Badlands is slightly on 
the blocky side, but this is nothing to really gripe 
about. You either love or hate this game type, and 
I love it. 


Also to be found scattered around are golden 
spanners — used to purchase missiles, tyres, 
turbos, speed and shields. The missiles are 
especially handy: they blow the frag out of other 

cars, so are best used 
when you’re lagging 
behind. 

When Badlands was 
first reviewed, the 
ZZAP! team of the day 
were less than 
impressed: 41% is, in 
my opinion, too low a 
mark. I get the feeling 


news tf you’ve streaked ahead of the opposition, 

' \ — These pop up in the most awkward 

spots, they can be very annoying if you’re in the 

lead. 

Tr i M'p — These are like motorway flyovers 
without the centre section; keep your speed up 
and you’ll get over ’em. 

•'tfjj i : n 7? nil i — More often than not these are 
useful as they provide a shortcut. But don’t get 
caught in one as it closes. 
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li mim, and 

youll need all the ttmng& you can 
gel You can no longer jump* and 
sluggish movement'makes tactical 
butchery impossible — you just 
stand toe-to-toe and exchange 
blows* and the first one to fall 
over loses! 

Beat-’em-ups should be about 
finding a weakness in your 
opponent's armour, seeking out 
the best place from which to 
launch an attack, landing your 
blows and scarpering before he 
can deliver his, etc. Next to the 
likes of Target 
Renegade , Strider 2 is 
just a button-bashing 
| exercise. 

| The graphics are 
awful, virtually all the 
* _ S sprites drawn entirely 
in blue. The 
imaginative mix of 
Japanese, Islamic and 
European backdrops 
are gone, leaving a 
very average world that 
/ * ” lacks bite and 

atmosphere. The main 
sprite animates well when leaping, but how he 
wields his sword without moving his hands is 
beyond me. 

Sound is interesting enough, but the 
background muzak’s been ripped straight from 
the original — couldn’t they afford a new one? 


igh — superheroes X 
never get any V 

peace, do they? As ^ * 

soon as he's finished off kS V* 

the evil Red Lord, the X * 

— **r — — ■« — 

powers-that-be send sm. ., .., . ., , 

Strider on another difficult KS 

and dangerous mission — _ 

he didn’t even get time to “ V* 

wash his tights! ** J 1 if 

Strider 2 has our ^ # \ ^ 

cartwheeling buddy 

rescuing a world leader, kidnapped by a bunch of 
aliens. Exactly who this leader is hasn't been 
stated, but ZZAP! 64 can exclusively reveal that 
it's not Dan Quayle — if it were, the authorities 
would pay to get rid of him! 

Standing between Strider and the pathetic 
politician are five baddie-filled levels: a space ship, 
two towers, underground caverns, a generating 
station, and finally the alien’s base. Armed with a 
plasma sword and a two-bit peashooter, he’s 
going to have to wield ’em effectively as there are 
no power-ups to improve ’em. To compensate for 
his feeble fire-power, Strider is endowed with 
incredible gymnastic abilities, enabling him to 
perform huge mid-air cartwheels, climb walls, and 
generally out-Olga-Korbutt Olga Korbutt! 

Although gameplay leans heavily on its 
illustrious coin-op predecessor, Strider 2 is not the 
game it should’ve 
been. It has a very 
linear, two- 
dimensional feel to it 
— walk along, slash 
a baddie, walk a bit 
further, hack 
another, etc. The 
nail-biting tension of 
the first Strider 
outing has gone, 
leaving a mega- 
monotonous plod- 
along in its wake. 

The aliens limp 
across the screen in 
the most predictable 
waves I’ve seen in 
ages, though 
perhaps ‘waves’ is 
the wrong word — 

‘orderly queues’ 
would be nearer the 
mark. 
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An athletic superhero 
strides in to save the day 
— but is it enough to make 
IAN OSBORNE do 
cartwheels? 
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A game for 1-2 players featuring all 
aspects of a real football match - 
strategy, tactics, penalties, headers, 
free kicks, throw-ins, crowds, 
spectacular graphic routines and high 
quality sound effects. It is officially 
endorsed by the entire Liverpool team 
who feature throughout It's the next best 
thing to playing reaj football at i 

Anfieid. A 

The ultimate in home entertainment/ 
football games. § 
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© 1992 GrarkjpP 
Video Ltd. 

All rights reserved 
3 Rathbone Square 
28 Tanfield Road 
Croydon 
Surrey CRO 1AL 
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Available soon on: 

AMIGA £25.99 

ATARI ST £25.99 

IBM PC COM. £29.99 

C64 CASSETTE £10.99 

C64 DISC £14.99 

AMSTRAD CPC CAS. £15.99 
AMSTRAD CPC DISC ££19.99 
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SECONDS OUT ROUND 1 

mcmrn iver throws a powerful right to 

HE HEAD 


• GBH, £3*99 
cassette only 

Okay, let's get the old 
cliches out of the way, 
'know what I mean 'Arry', 
'I could've been a 
contender', and not 
forgetting the classic Sly 
Stallone quote, 'huun 
waan Rocky 
nuuh'. MARK 
'BRAIN-DEAD' 

CASWELL throws in 
the towel (and the 
sponge, and the 
shower gel). 

T his game isn’t strictly about 
the noble pugilistic sport of 
bashing another human’s 
face to a bloody pulp. The player 
takes up the role of a boxing 
manager, controlling up to five 
fighters. As in all management 


games the player has decisions to make. In World 
Championship Boxing Manager you have three 
locations in which to make them: the Gym, Physio 
and the Office where the game begins. 

A movable cursor highlights the available 
options. A filing cabinet holds various info on your 
boxers, a phone puts you in contact with other 
promoters and a calendar allows you to whizz 
through the days to the next fight. 

Exiting the office door shows you the two other 
portals. Training’s very important so you should 
send your boys to the Gym as soon as possible. 
This prepares the boxers for a fight — arranged 
on the ‘dog and bone’ with other managers. A trip 




o the Physio makes sure your boys are 
fighting fit. Fight night is always a Saturday 
and, whether your guys are fighting or not, 
you’re invited to the ringside. 

Seconds out 

If you decide to watch a match, prepare to catch a 
few ZZZs. This is because the action is 
represented by a running text commentary. I 
personally think it’s best to skip the match and 
grab the condensed highlights. 

There are ten rounds per match, and between 
each you can decide which fighting style to use 
and tend to any wounds your guy has acquired. If 
a KO isn’t achieved within the ten rounds, a 
judges’ decision is sought. And so it goes on until 
your fighter becomes world champion, and beats 
the likes of Frank Bruno, Sugar Ray Leonard and 
Phil ‘floats like a steam roller’ King. 

World Championship Boxing Manager isn’t 
really my cup of proverbial tea. I don’t mind some 
managerial type games but in this one there isn’t 
a great deal to do. Training consists of choosing 
the amount of days to spend in the Gym, and in 
the Physio room you can only see the stats on the 
boxer’s health. Not exactly action-packed! 

The biggest excitement of the game is the 
actual boxing match — if you enjoy watching 
reams of text scroll up the page, that is. Train 
spotters will probably be the only people who’ll 
buy this game; the rest of us will find watching an 
episode of Eldorado more rewarding. 
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2,158,10 


3,845,67 

Limerick 

3,679,46 

3,455,83 
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■oil I * Ink I'll ever understand yaw 
ftwBMM* - especially t at W igtias 
wmmm. Whatever tonffying 
tortures I dream wp far erln tOoe 
°* W dwagaon, dba always iwemt 
fa enjoy ten! I reckon if I blow op 
lOoe w ole planet, c e'd be in 
ecstasy! But fear not, sad lart lingsi 
I am currently too amused by year 
pat otic 'sparring' antics. H tie 
Olympics weren't silly eneugOa, 
you're all raving (mad) about tGaat 
Nigel bloke wit ttbe strange facial 
[baw, trundling around In Gdis eld 
folopy — on my [home planet [he'd 
be booked for [bolding up tOoe 
•raffle. Even our youngsters' toy 
cars go faster t on t-atl 
Never mind, maybe one day your 
species will evolve to 'sub* 
Intelligent' status (thougih I 
personally doubt it). In tGae 
meantime, keep sending year scores 
to Ifce Scoreford, XZAPt, Mu repress 
Impact, Ludlow, Shropshire SYS 
UW, or DIE LIKE A DOG! 




CREATURES 2 
IThalamus) 

61,140 

(Completed) AN 
Other, Anonyvilie 
39,920 
(Completed) 

Aranda ‘Fuzzy’ 

Morrison, 

Northcliffe, 

Western Australia 
36,925 
(Completed) 

Matthew ‘Mole’ 

Allen, West Ewell, 

Surrey 
FLMMri 
«E$T flCfjot) 

350,200 

(Completed) Raza 
‘the Baz Kaz’ 

Arshad, Sharjah, 

UAE 

317,130 (Completed) Arif Khan, New Malden, Surrey 
278,045 (Completed) Steven Garcher, Stoke, Coventry 
CitlBBOTS DAY OUT fliegafap® 25) 

9,000 Andy Toilet Head’ Manx, Louth, Lines 

7.325 Graham Keeling, Bournemouth, Dorset 

4.325 Patrick Walsh, Formby, Merseyside 
i«D$€M HAWK (Ocean) 

50,215 AN Other, Anonyvilie 

47.375 Chris Hutchinsonm Homcastle, Lines 

41 .375 Danny G, Dalton-ln-Furness, Cumbria 
IYAK IRON HAN’ STEWART'S SUPER OFR* 
ROAD RACER (YNmixJ 

$23,421,000 Patrick Walsh, Formby, Merseyside 
$20,380,030 Brian Gabriel, Blarney, Co Cork, Eire 
$19,760,000 Gaz Sexy Boy’ Hutchinson, Wragby, Lines 
WLAX (The Hit Squad! 

7,960,846 (Wave 90) Gaz ‘Sexy Bo/ Hutchinson, Wragby, 
Lines 

7.957,321 (Wave 91) Andy Toilet Head’ Manx, Louth, Lines 
7,842,848 Joanne Clark, Lincoln 

n§ whmt resistance mm tin 

12.150.500 (Completed) Joanne Clark, Lincoln 

1 1.150.500 (Completed) Matthew Dainty, Shrewsbury, 
Shrops 

1,650,010 (Completed) Stuart Taylor, TettenhaJI, 
Wolverhampton 


Wellington, New Zealand 

5.455.100 (Level 8-8) CC Barclay, Edinburgh 
rainbow f nenatap© 24) 

32,350 Patrick Walsh, Formby, Merseyside 
10,715 Graham Keeling, Bournemouth, Dorset 
10,025 Raza ‘the Baz Kaz’ Arshad, Sharjah, 
UAE 

R0B0C0P 2 (Ocean) 

14,358,500 (Completed) Ronal Bhan (Robo 
Wiz), Wellington, New Zealand 
14,356,700 (Completed) Gaz ‘Sexy Boy’ 
Hutchinson, Wragby, Lines 

11.001.100 (Completed) Matthew Dainty, 
Shrewsbury, Shrops 
ftOBOCOP 3 (Ocean) 

2,000,000 Daniel ‘Arnie’ Greensmith, Ellon, 
Aberdeenshire 

1 ,500,000 Joanne Clark, Lincoln 

ROD-LAND (Storm) 

471.100 (Completed) Ronal Bhan, Wellington, 
New Zealand 

389,150 (Completed) Matthew Mole’ Allen, 
West Ewell, Surrey 
309,350 Graham Keeling, Bournemouth, Dorset 

SHASH YttW* (Ocean) 

14,361,950 (Completed) Patrick Walsh, Formby, 
Merseyside 

12,247,490 (Completed) Paul Cardno, Formby, 
Merseyside 

10,836,620 James Hoyle, Lancaster 
SUB SONIC fMagatape 30) 

27,230 AN Other, Anonyvilie 

SUPER SPACE WYAOERS fOcmarfe) 

27,31 1,111 (Completed) Joanne Clark, Lincoln 
3,210,930 (Completed x 3!) Matthew ‘Mole’ Allen, West 
Ewell, Surrey 

1 ,297,760 (Completed) Wayne Perkins, Colchester, 
Essex 

TERMINATOR 2 (Oee«n) 

184,550 Graham Keeling, Bournemouth, Dorset 
1 10,800 (Completed) Liam Ryan, Co Tipperary, Ireland 

100,150 John (Jojo) Cunningham, Leven, Fife 

TORSO tSHARSE fSfstom 3) 

15,670 Yoz _ . . 

Hutchinsonm Horncastle, 1 ° aaa 3 llttle 
Lines levity, here’s a 

15,610 (Completed) Gaz sad individual 

Sexy Boy’ Hutchinson, who reckons 

Wragby, Lines he got a high 

15,250 (Completed) score on 

Graham Keeling, Zybex: Simon 

Bournemouth, Dorset Acnmnii 

UMPHIkl (Megatapo ; § 

280,100 Patrick Walsh, measly 57, 240 

Formby, Merseyside on th e game, 

267,500 Gaz Sexy Boy’ and has the 

Hutchinson, gall to wear a 

Wragby, Lines Corky face (■ 

267,450 Joanne mask! Sick 

Clark, Lincoln u ;,i. 


Little Pauly Wainwright has hit 
not only a corker on Rainbow 
Islands with a killer 4, 289, 880 - 
but has also got a little cracker of 
his own! Give her a kiss Pauly! Go 
on! Unless it’s yer sis, o’course! 


ALLRYHAY (Itogatape 26) 

2.158.100 Richard Conroy, Hoscrea, Co Tipperary, 
Ireland 

1 .781 .200 Wim Vahl, Kampen, Holland 

1.700.100 Gaz ‘Sexy Boy’ Hutchinson, Wragby, Lines 
ARH1E (Zeppelin) 

43,000 Joanne Clark, Lincoln 

32.760 Gaz ‘Sexy Boy’ Hutchinson, Wragby, Lines 

24.200 Patrick Walsh, Formby, Merseyside 

ROMRUZAL (M^ptope 16) 

3,845,670 (Completed) Joy Cooper, Lisnagry, Co 
Limerick, Ireland 

3,679,460 Patrick Walsh, Formby, Merseyside 
3,455,830 (Completed) lain McLaren, Anonyvilie 
ELEPHANT ANTICS fCedeMasters) 
257,930 (Completed) Graham Keeling, Bournemouth, 
Dorset 

257.434 Wim Vahl, Kampen, Holland 
232,880 Matthew Withers, Crewe, Cheshire 
CREATURES (Thalamus) 

33.760 (Completed) Aranda ‘Fuzzy’ Morrison, Northcliffe 
Western Australia 

25,790 Gaz Sexy Boy Hutchinson, Wragby, Lines 

22.434 (Completed) Graham Keeling, Bournemouth, 
Dorset 


4.615.600 Joanne Clark, Lincoln 

3.615.600 Nicola Orbeil, Hedingham, Essex 

MARC (Tha HU Squad) 

2.003.150 (Completed) John Wilson, Camberley, Surrey 
2,001,750 (Completed) Patrick Walsh, Formby, Merseyside 

2.001.150 Gaz ‘Sexy Boy’ Hutchinson, Wragby, Lines 

MAW ££UUJR (Ocean) 

239.240 (Completed) Andy Toilet Head’ Manx, Louth, Lines 
234,212 (Completed) Patrick Walsh, Formby, Merseyside 

233.240 John Whyte, Kilsyth, Glasgow 

PAMS (Ocean) 

830,473 Aland Heafy, North Strand, Ireland 

700.000 Gaz Sexy Boy' Hutchinson, Wragby, Lines 
633,345 Paul Cardno, Formby, Merseyside 

c .-u. ,.'.C t L j 

295,650 (Completed) Matthew Mole' Allen, West Ewell, 
Surrey 

233,300 (Completed) Raza ‘the Baz Kaz’ Arshad, Sharjah, 
UAE 

1 14,570 Michael Garnett, Hatfield, Herts 

6.100.000 (Completed) Gaz Sexy Boy’ Hutchinson, 

Wragby, Lines 

5.998.000 (Completed) Ronal Bhan. Lower Hutt, 


Patrick 
Walsh has 
sent in his 
mug shot and 
a whopping 
score of 
$23, 421,000 
for Super Off 
Road Racer. 
Pity that the 
wig has 
slipped 
though, you 
amoeba like 
creature! 


393.000 
(Completed) 
Joanne Clark, 
Lincoln 

391 .000 Scott 
Leach, Sutton 
Park, Hull 

276.000 


Louth, Lines 
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The Trojan 

HK^r C64/1 28 light pen 

can be used as a 

^ complete replacement for 

the mouse in many applications. 
Particularly useful in drawing and design, 
the two button pen provides the user with a 
very direct method of control. Pack also 
includes Pen Master art program and a 
basic proqram to allow users to write their 
own pen compatible software. 




This book helps on just about any game you care to name on a wide 
variety of computer formats. Covers backdoor codes left by the 
programmers, cheats and tips to get past your opponents, how to skip 
levels, pokes for infinate lives, time etc plus many other options. This is 
the ultimate hint book with * In excess of 750 pages, * In excess of 1 250 
games, * In excess of 200 adventures, * More than 1 200C 
hints. Tips & Pokes. 

COST £14.95 CODE 6331 


" The ultimate feature packed utility cartridge ever conceived for the CBM 
64/128 systems. Press tne cartridge "freeze button" and unleash the powerful 
Graphics, Backup and monitor utilities. Fastload a 200 block program in under 6 
seconds. How have you survived without this?" 

PRICE: £34.95 REF. NO. 6318 


COMPUTER GAMES 
GUIDE 

7{« 6' ks? vwtr 


Trojan Phazer 
gun opens a 
whole new phase 
of computer entertainment. 
This advanced light phazer 
presents a challenge of 
skill and accuracy 
for C64 users 
of all ages. 

Price: £22.95 
Ref no: 6302 


This new joystick will give you maximum 
isults in game play. It is comfortable, easy to 
use and is of arcade quality. The Star 
Cursor Joystick is the closest thing to 
having your own arcade game 
in your home, it also comes 
ihfc with a 1 year guarantee. 


Ghost Town 
Baby Blues 
Goose Busters 


Operation Wolf 
Gunslinger, 
Cosmic Storm 


Protect your computer with this 
Commodore C 64 Dust Cover 
Price: £4.95 

Ref: 6316 


SLIDE SHOW- View your favourite screens in a slide 
show typw display. 

BLOW UP- Unique utility allows you to take any pari of a 
picture and "blow it up" to full screen size. 
oPRITE EDITOR- A complete sprite editor helps you to 
create or edit sprites. 

MESSAGE MAKER- Any screen captured with Action 
Replay or created with a graphics package can be turned 
into s scrolling screen message with music. 

Code 6340 Price £9.99 
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TURBO DATACORDER 

£35.99 Rot: 535 I 


Had a C64 for chrimble and didn’t get a 
datacorder with your T2 cart pack? Well 
here’s the biz with this whizzo Turbo 
Datacorder! Get it here! 




'-Vi'. 


SEGA HARDWARE 

PRICE CODE 
Game Gear with Sonic 124.99 6341 

Game Gear with Columns 95.00 6342 

Mega Drive with 

Olympic Gold 124.99 6343 

Mega Drive with Sonic 124.99 6344 
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Bundle of 10 Golden Oldie Zzap magazines 
from the 80's. 

Code: 6335 £7.50 


Keyboard Control 
Sequencer for 
C64 

The most powerful sequencer 
available for C64 made by 
Dr.T's Music Software from 
America. 

Cede 6336 £99.00 
( Sav e ever 
00 ) 


Ordering is easy. Please 
complete the form below 
remembering to clearly indicate 
which product you require along 
with our reference number if v 
shown or the type of computer 
and cassette/disk format you 
require. Then send the form to 
our FREEPOST address or if 
you prefer fax it or telephone our 
24 hour hotline 


BACK 

ISSUES 

With tape £2.50 
each 

£1 2.00 for any six. 
Issues 

we have are 26, 44, 

45, 50,61-63, 65, 
66-78, 80-88.We 

also have a number 
of back issues 
without tape at 
£2.00 each - Phone 
for details 


OFFERS 


RRP 

4.99 

7.99 

8.99 

9.99 

10.99 

11.99 
12.95 

12.99 

14.99 

15.99 

19.99 

24.99 

29.99 

34.99 


3.99 
6.44 
7.24 

7.99 

8.99 

9.99 
10.40 
10.44 

11.99 

12.99 

15.99 

19.99 

23.99 

27.99 


1.00 

1.55 

1.75 

2.00 

2.00 

2.00 

2.55 

2.55 

3.00 

3.00 

4.00 

5.00 
6.00 
7.00 


29 .W 07 99 . 

34.99 j me cartridges 
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jrF* BINDER 

Using a strengthened steel rods, this 
handsome binder, embossed with the ZZAP! logo 
will hold 1 2 issues of your favourite magazine 
securly in place 


J 
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■ 

■ 



Offers subject to availability, 

Overseas orders despatched by Airmail, 

All prices include postage, packing and VAT 

Valid to May 31st 1992 


PRODUCT DESCRIPTION 

REFNO/FORMAT 

PRICE 



















Please add postage as detailed below (UK free of charge) 



POSTAGE:Add £4 for Eire/Europe, £6 for overseas unless specified above TOTAL 

£ 


Send to: Europress Direct, FREEPOST, Ellesmere Port, 

South Wirral, L65 3EB (no stamp needed if posted in UK) 
Products are normally despatched within 48 Hrs of receipt but 
delivery of certain items could take upto 28 days 


wish to pay by: 

Cheque/Eurocheque made payable to Europress Direct. 


Acess/Mastercard/Eurocard/BarclaycardA/isa/Connect. 


Expiry 

Date 


Order at any 
time of the 

By phone: 051-357 1275 1 

day or night 

By fax'. 051-357 2813 1 


Name 


Signed 


Address 


Don't forget to give your name, 
address and credit card number 


General Enquiries: 051-357 2961 


Postcode 


Daytime telephone number in case of queries 
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A new wizard stalks the plains, calling 
forth mighty and ferocious demons 
that refuse to yield to all but the 
bravest of adventurers! His name is William 
Quinn (well, they can’t all have names like 
Zargon Dragonslayer), and he’s a man with a 
mission. Having already crafted the mighty 
LA Adventure (ZZAP! Megatape, Issues 87 & 
88) he’s back with the equally evil Nightmare ; 
a fun-packed outing that plays like a dream! 
(Someone rust his axe — Ed.) 

You’re roused from your slumber by a 
distant clap of thunder. Blinking yourself 
awake, you rub your eyes and peer round 
your room... something’s wrong. It’s TIDY! 
Either you’re losing your marbles, or that 
cheese sarnie you ate while watching The 
Late Show on Beeb 2 is giving you 
nightmares. (If you’re unsure which, note the 
subtle clue in the title of the game). Either 
way you won’t rest peacefully (or indeed at 
all) until you find the missing garbage and 
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Greetings, adventure fans. This month 
l # ve got a little riddle (speak for 
yourself! — Ed) for you: What do you 
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adventure can’t rely 
on high-budget visuals to hide 
weak gameplay and, like films, their arcade 
counterparts very often do. Not all adventures 
are good, of course — some read like a BR 
timetable and play like crossword puzzles 
without the clues! Keep reading Bash Yer 
Brains, though, and you won’t go far wrong — 
we always endeavour bring you the very best 
in C64 adventures! 


Take a hint 

One fine upstanding and intrepid reader Chris 
Boyd sent some tips for older C64 games. I 
won’t let tips dominate the adventure pages 
(there are too many new dungeons of disaster 
that need exploring!), but I will print a few 
every now and then. Let battle commence, 
Chris... 

— Zork 1 — To speed up the game, kill the 
thief. 

— The Fourth Protocol ‘Svetofor’ is 
Russian for traffic fight. 

— Rebel Planet — Melt the glass with the 
laser to get a bone. 

_ Imagination — Pinch arm to return to 
reality. 

— Robe City — Squeeze the duck to get 
a cartridge (oo-er! — Ed). 

H ^ Subsunk — Spread the butter on the 
tubes (oo-ooh-er! — Ed). 

1 . Frankenstein — Cut the stone 

wolf’s throat. 

Fish — Find a dry route to crack a 
cracking problem. 

Jinxter — Burn bread to keep your 
charm. 

There’ll be more tips next month, but if 
you’re really stuck write to me at the usual 
address and I’ll see if I can aid you in your 
quest. Hell, I’ve slain more Ores, located more 
amulets and disarmed more traps than any 
other adventurer alive or dead (but that 
doesn’t include the undead like Corky!). I’m 
not guaranteeing anything, mind... 
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return your room to its former post- 
apocalyptic state. 

As you’ve probably gathered, this isn’t an 
adventure for people who take themselves 
too seriously. Fans of Clive Wilson’s ZZZZ 
will find the brilliant atmosphere immediately 
to their liking, but the problems don’t suffer 
from the same degree of obscurity. Instead, 
the author’s created a brilliant dream world 
which is just close enough to reality to make 
sense of, yet far enough removed for you to 
totally immerse yourself in. The title is 
misleading — this game’s not a horror story, 
more like a fairy tale. You’ll see bushes that 
grow as soon as you water them, a wall of 
death that flings the hapless rider into the 
sea, right next to a partly submerged bus 
(remember ‘Holiday On The Buses’?), and as 
for that desert tower... 

The game is huge for a one-parter, and is 
packed full of things to do. No location is 
wasted, but its significance might not be 
immediately apparent. There’s some 
backtracking involved, but it’s not too much 
of a chore — you feel glad you’ve worked out 
what that thingummy was for, rather than 
irritated at having to move about so much. 


The offbeat puzzles are some of the most 
imaginative I’ve seen in a long time, and the 
sense of humour is beyond reproach (eg, if 
you try to FLUSH TOILET, you’re told The 
handle is covered in shi... [long pause] ...is 
covered in something. I wouldn’t touch it’). 

And the negative points? The program is a 
little rough around the edges; for example 
there’s a rather unpleasant spider in the bog: 
to retrieve the object he’s sitting on you need 
to kill him, then MOVE his corpse — if you try 
to GET it instead, he comes back to life and 
kills you! There’s a few spelling and 
punctuation errors in there too, and a proper 
score system would’ve come in handy. 

Nightmare is a fun adventure, and is much 
improved from the pre-release version I saw 
a month or two back. A little more playtesting 
would’ve been a real boon, but even as it 
stands it’s a great game. 
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ardly a month goes by without The Guild 
unleashing further foes on an 
unsuspecting adventuredom! This 
month there are four new releases, more than 
enough to task the toughest of heroes. 

Jhethamia 6 —Hi 


Crash-landing on an alien planet isn’t the best 
way to start a holiday, especially when there’s 
no way home. So how will you get back? That’s 
for you to find out... 

Corya, The Warrior 
Sage - £3 

There was a tale, of a legend, of a man, of — 
Corya The Warrior Sage! So begins Tony 
Collins’s latest three-part epic, a tale of swords 
and sorcery, of dragons and danger, of. . . Well 
I’m sure you get the idea. Find and kill a rogue 
dragon that’s terrorising a village, but make 
sure it doesn’t kill you first! 

The Forgotten Past 
— £ 2.50 

Wiping the sand from your eyes, you rub your 
bruised head and scan your surroundings. You 
don’t know how long you were unconscious or 
how you ended up on the beach — in fact, you 
can’t even remember who you are! A 
swashbuckler in the Errol Flynn mould, you’ll 
need all your wits about you if you’re to rebuild 
your shattered life. 

The Fabled 
Treasure Of Koesar 
-£2.50 ,Ti§| 

In this modern-day treasure hunt you compete 
for more than just an end-screen — The Guild 
are running a competition with it. And that’s not 
all — there’s a free game (Birthday Surprise) on 
side two! Unbelievable! 

All four games are available from The Guild, 
on both cassette and disk. At last, a company 
that doesn’t inflate prices for disk users! 
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Negotiations are currently underway to bring you 
biggest, best and bounciest games around for the 
pair of Megatapes. Yes, ZZAP! is the only mag 
~hat gives you DOUBLE the glorious games, 
^DOUBLE the thrilling demos, DOUBLE the fun, 
^ EVERY MONTH! 

m Everyone knows that two is better than one. 
■Remember, there are: 

l f 12 sides to every coin 
/ 1 2 wheels on a bike 
/ ■ 2 blokes(ish) in Erasure 

■ 2 pence in Corky’s bank account (well, not 
till payday) 

■ 2 left feet on Phil’s legs 

■ 2 hairs on Markie’s head (Har! Har! — Art Ed!) 
"V ■ 2 brain cells between Steve’s ears 
(v \ ■ 2 be or not to be... 

^ But there’s only one Ian Osborne! 

) (Phew!) 


■ Oh no — I can’t go 
on! I can’t cjo through 
> life worrying 
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/ 2— \r — YC\ getting 

/ "" \\ the next issue 

\ "YV A of ZZAP! I’m 

\ I, 0\V\ y far too tight- 

^ X*,*--* ■ fisted to 

f. subscribe, 
though, so please 
save me a copy every 
^ month, Mr Newsagent, and my Eccles 
cake will forever be in your debt! 


■ # I |i| I After putting his foot 

JFVVlAAfM" fuflftil down this month, Phil 
wl WVIII# MNIII9 gets on his bike for the 

nde of his life. Every C64 bike racer will be road-tested, along with 
all those destructive driving games like Roadblasl ers and Chase HQ, 
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' ~ /3Sr Chuck Rock certainly #V 

k lives up to his name as mL , ||m| 

• - - - rt& he chucks rocks at ml i f I 

^^^^^^j^BkjS^Banything in his path on IBBHl — ittjfflLvl 

his way to rescue his 

beautiful wife Ophelia from the evil clutches of his arch enemy Gary Gritta; 
Chuck kicks and belly-butts his way through the 25 Zones in five unique 

areas of exciting and addictive gameplay. 

SCREEN SHOTS FROM COMMODORE AMIGA VERSION 


Now Available 
on C64! 


Suite C Tradewinds House 69 71 A Ashbourne Road Derby DE3 3FS Telephone: (0332) 297797 Facsimile: (0332) 381511 




















The world’s favourite Viking is ready to storm your computer screen . . . 

Help Hagar eat, fight and drink his way around the globe in search of loot — oh 
and don’t forget to make sure he brings back enough souvenirs for his wife, 
Helga, or he won’t get his supper! 

Join Hagar and his friends in this action-packed platform adventure, you’re 
guaranteed to have fun! 

| ?, Jip -■ / } •- % 

© King Features Syndicates, Inc./Distr. Bulls. ® The Hearst Corporation, Inc. 

Exclusive Marketing and Distribution by DMI. 

Available on Commodore Amiga (£25.99), and CS4 (£15.99 Disk, £11.99 Tape) from 
DMI Ltd., Concorde Building, Newlands Drive, Colnbrook, Berks. SL3 ODX. 

Telephone: (0753) 986000 or Fax: (0753) 680343 

Please check availability before ordering. Screenshots shown from Amiga version. 









